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INTRODUCTION 

With this book and your Timex Sinclair lOOO@ or 
1500@, you're set for a number of adventures. Despite 
their small size, the T/S 1000 and 1500 are computers 
of quite immense power, and this book contains 51 pro-
grams designed to show you just how great that power 
is, and how flexible your new computer can be. Note 
that for most of the games in this book you will need 
the Timex 16K expander. 

The programs are divided into six sections: 
• Moving graphics games 
•Driving games 
• Board games and simulations 
•Card games 
• Brain games 
• Word and letter games 
The section headings alone give some idea of the 

flexibility of the computer, and of the exciting range of 
programs in this book. We've got a wide range of games 
for you, from Dragon's Gold, Breakout, and Galaxy Pa-
trol, to Checkers Seven, Fastermind, and Tic Tac Toe. 
The programs all contain ideas that you can adapt and 
use to enhance your own programs. 

Games are great fun, and are one of the reasons that 
personal computers are as popular as they are today. 





Moving 
Graphic Games 

PROTECTOR 

In this program, you are given the task of protecting 
a defective part of the force field guarding earth. A 
difficult task indeed. Certain aliens, who do not have 
kindly thoughts about dear old peace-loving (!) Earth, 
have also detected the weak spot in our defenses, and 
try to break through the field. 

The field can stand one attack on any part, but this 
weakens that part. Any weak section which receives a 
second hit causes the collapse of the field and so leaves 
earth defenseless. The field will also collapse under the 
strain of having more than nine weak spots along its 
length. 

Your task is to block the attacks with your craft. 
You can restore any weakened part of the field directly 
below you by pressing F. The 5 and 8 keys control your 
motion, moving you in the direction of the arrows on 
those keys. 

There are five skill levels, with level 1 the easiest. 
Since the first few levels are really only for practice, 
the scoring system is biased toward the higher and 
harder levels. Failure, I'm afraid, is inevitable, because 
the aliens continually speed up their attacks if the pre-
ceding waves fail. Your score is given at the end of the 
game, along with the option of a second or subsequent 
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game. Pressing N at the end will end the game. Pro-
tector was written by Paul Toland. 
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40 -- -- ·-t-:H ! 
C1, 10 _; '' PPDTECTOf::'. ' ' 
20 .1 5 _; =

1 ILL 
LE 1.)EL ..i. -!::· 

50 IF $ = '' '' DP If-.ilO::.E\' $ < '' 0 '' 
DF:: If·.JKE···( $ ::- :: 5 :: THEt··J 13DTD 50 

60 LET INKEY$*2-i 

:J..l:::.10 LET !.) = i 
:l 10 LET i.-.l =:Z 
120 FDP I=i TO 20 
130 LET A=INT CRND+23l+4 
140 FOP H=S TO 19 STEP U 

HT 20 .' 1 _; [:1 $ 
:::,Ir.ii""' ,- : 1 i...i 1-1 • :1""T"' 1 1 
: !""' • ! :: ! ! ! .: !""i ,I I 

HT :i:; .= E; _; 11 
:I 

LET E= =E; + :: ... $ = 1 ' e '1 :i - :: .. 
$="5" :: 



GROUND-TO-AIR 
MISSILE 

You have ten ground-to-air missiles (GAMs) under your 
command. Your job is to destroy the alien ships (which 
resemble Terran letter V's) before they land on Earth 
and destroy it. If they land, the game is over, and the 
number of ships you destroyed is shown in the top left-
hand corner of the screen. The 1 key moves you left, 0 
moves you right, and 2 moves you up the screen. You 
must get the + in front of the advancing V's to stop 
them. The screen clears after each successful hit, and 
at the end of the game. Ground-to-Air Missile was writ-
ten by Aidan Walsh and Kevin McCarthy, Cork, Ire-
land. 

l 
2 i ii:'.,... 

! 

f··4 =F; I-F=· I TD 
H :!.)HL :: 2 0 II 

'..J AL 

7 PLOT F _, PI-PI 
;.:;; NE ::s::T F 

R , Ei.; CHf:;:$ 
:x: ·' "/ ,; CHF:: $ 
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!.._!..- ! .·-·.----·-T..!.. 

14 LET --·( =---( + :: Z : !.)HL :I 1 :: :: - :: Z :l)AL 
:::z1: :) 

.- , 

.:=. 

H GDTD !.)HL :: 20 :: 
GCTD l.)PL 

20 .-.; ·= 
'-·1- ·-' 

.-, -i -r ;::-
:::. ..l.. ..!..! R =::=:: n 

>::=;.)PL "22" THEt··l 



BREAKOUT 

In Breakout, you control the bat on the left-hand side 
of the screen using the 6 and 7 keys to move your bat 
in the direction shown by the arrows on the keys, to 
try and keep the ball in the "court." The aim is to 
demolish as much of three walls as possible. Walls far-
ther back give higher scores. You are allowed five balls 
in each game, and a score over 2000 gives a new game. 

The game is limited, to some extent, by the speed of 
the computer. You need to type in LET H = 0 before 
you run the program to set the high score counter, then 
start the program by entering GOTO 5, rather than 
RUN. If you save the program after you've played it, 
then start running it with GOTO 5, the old high score 
will automatically be yo.ur target for the new game. 

1 8 
·i 

;· 

20 
25 

LET 
LET 
LET 

LET 
LET 

T=:J 

C=0 ... .. 
! 
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:: ! l .: G _; 

-- - - -r :_:;...: l. 

l :3 0 LET H = - l 
:140 LET i) = i 
15 0 LET ::< = :l. i 

LET . . -··-''( =J..N ! 
165 LET P=PEEK 16396+PEEK 

170 ; ;::--,-
!..... !..... ! 

180 GOTO !TB=6l *210+200 
200 POKE P+647,TB+28 
22C1 ;=:;+P .= D 

Iii 

2::30 LET P =P * ( H·W.E"/ $=" e,":: -33.;;:. 
{ $ = :: 7 :: ) 

1-. 
! ... :· 

240 ;::, +P .= 5 

2e.:zi LET >< =>:: +H 
270 . -- . .. . -Lt: i ·y· : "( +u 
275 LET .. f.-::3:3+>< 
2e0 -- ··- - --1 I I''-' - ." • r·-· : '- 'l'•.L- .;..... ,: .:::.·-= 
300 IF Y=2 OP Y=16 THEN LET D=-

310 IF N=5 OP X=30 THEN LET R=-

:: $ = :=? :: :: 
:34:2 ;:'C:F.E P +P .: 5 
350 GOTO IN<132l*3 0+360 
360 LET T=T+(136-NJ .;;:.5 
370 PRINT PT 19,S;T 
:3 e0 LET H =-H 
390 GOTO (X>0l *90+130 
410 IF T>2000*0 THEN GOTO 20 
.'ll ·ii::' 

420 
[il.)EP II 



450 IF R$= 'f-.j" THEH ::.TOP 
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ZOOM ER 

A long bar is printed on the screen, starting from a 
random position. A projectile then makes its way across 
the screen from the left. When you think the projectile 
is over the hole in the bar, press a key. If you're right, 
you'll get a point. You'll be pleased to see how your 
skill at this program improves as you continue. Zoomer 
was written by Nick Wilson. 

12 

i2 
20 
·"':· 1"":ti 
·-•\:...: 

40 
50 
55 

100 
i05 
110 
120 
1::,:;0 
140 

.-.; ·= 
LET L=INT !PND*21l 
PP It-ff HT L .' O_; t-1$ 
LET K=INT !PND*31l 

HT L .: t<. ,; i: II 

LET !PND*21l 
IF J=L THEN GOTO 100 
LET f·.J=0 

HT .J .= t··J_; 
; E:'""'i"" i 1_r.: 
!__!.- ! ·._.· - :·i 
LET t··{ =t··J + 1 



iww IF THEN GOTO 55 
150 IF $ = :: :: THEt··J 1?.C:TC 12:Z1 
170 IF V=K OP V=K+l V=K-1 TH 

,-. ,-1-r ,-, ·i .-, 1'7'. 1.:- ·-· ! ._, ..!..::=..':.'....• 

210 FD;:;: I=:l TC 
220 r·-4E::<T I 

THEr··i GOTO 120 
240 
250 FP If-.ff PT 112:1, 0 .: ' 'TP/ 

2e.0 IF rr-.4r::.E ···( $ = : ll TH 1?.DTD 2e:O 
2;50 IF $ = '\' ' ' THEN GOTO 55 
2 ·:=:0 :::TOP 
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THUNDERBOLT 

You are the gunner on a ground-station outpost, and 
it is your mission to stop spy planes from flying over 
you. The computer is your monitor (it is good to see 
how much the U.S. Government is willing to invest in 
protecting the country), and on the monitor you see the 
planes, and your ten missile launchers. 

As the enemy planes fly over, you have to press the 
number on the missile that you want to fire. The missile 
then zips up the screen, either destroying the enemy 
or totally missing, depending on your skill. 

There are two extra features which make it difficult. 
The plane keeps moving after you've fired, so you really 
have to fire in front of it to score a hit, and the missiles 
are not reloaded until you manage to bring down one 
of the enemy. You can change line 100 to any design 
you like, as long as there's a space at the start, and a 
graphic H in the middle. The game is simplified if you 
add more graphic H's to the design. Thunderbolt was 
written by Nick Wilson. 

14 

0 PEM THUNDEPBOLT 
1 PEM NICK WILSON 
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20 LET 8=0 
22 LET :5 = It··JT ( * 16) 
.- .c 
C. ·- 1 LET F=0 

·-· L...·-' 

HT 2[1 .' 20 ,; :: : : 
HT 21 .: 20 _; 1 1 012345678 

·37 
lOG 
110 
.; ·i i= 
..!....!.. ·-' 

1 ::::.0 
140 
150 
170 

IF 5=21 THE N RU N 
HT :=· .: E;; II .I I. 

IF It-·W. E\' $ < ::- "" THEN GOTO 
IF F=1 THEN GOTO 240 
. -- - - -LC ! c;=c;+i 
IF 8=27 THE N GOTO 90 
::;DTD l:Z10 
LET R $ = I r··i t<.E\ ·· $ 

1 -.,,.71 
:· 

175 IF CODE R$<28 OR CODE A$::-37 

190 LET R=20+VAL A$ 
200 PRINT AT 20 , R ; 
210 IF PEE K CPEE K 16398+256*PEE 

i<. 1e,::;;•;·;:: < > 14 THE t··i GOTO 111 
220 
·- :·- i i::' c.c. -_: 
2 :30 
240 
245 
250 

i ;::::-,- =- - .;: 
!._!._! -..!-. -- - - -Lt:.! ;-: 

LET F1 =F'-l 
IF P -:: S-3 THEN GOTO 280 
PRif-.ff AT P .' R_; "$ " _;AT F+l, R_;" 

252 RT P-1 , R; 
253 IF PEEK CPEEK 16398+256*FEE 

K 16399)=136 THEN GOTO 300 
270 :3CiTD 1:30 

330 PRINT RT P-2 , R-2;A$;AT P-2, 
P-2;B$;RT P-1,R-2 ; A$;AT P-1 , R-2; 
BS;AT P,R-2 ; A$;RT P , R-2;8$ 
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SURGE 

In Surge, written by Tim Rogers, your ship (the S) is 
somewhere out near a strange asteroid belt. The as-
teroids are slabs. Your ship has a shield, so the aster-
oids cannot destroy your ship. The only problem is that 
you get pushed up the screen by any slabs you come in 
contact with. The aim of the game is to stay on the 
screen for as long as possible. The lower down you are, 
the more points you score. 

The machine-code routine in the REM statement 
takes the place in line 80 of the BASIC line IF PEEK 
(PEEK 16398 + 256 * PEEK 16399). There are seven 
characters after the REM, and in decimal they are 42, 
14, 64, 78, 6, 0 and 201. All but CHRS 78 can be entered 
from the keyboard; 78 has to be PUKED, by line 10. 
You move your ship to the right by pressing any key, 
and it drifts left when you release the key. 

16 

1 PE M TRN 
5 LET H=l 

:l.G 
·1 L ET 5 =H - H 

L ET 
LET 



. -- - .. LC. ! r-' : l_i 
F1 F:: HT U .= P .; :: :: 
LET P=P-H/H* !P>H/ Hl 
LET P=P+ :: If··fr'..E .. /$ < >"" :: *2* ( F' <T 

LET U = U - H . ...- H 
IF U=H-H THE N GOTO 200 

:1·" , P HD *T _; "i%m 
i C"''r ·= - ·= , i: 
!_!_ ! ._ : - ·-' 

TC' i-i .· ·= li....ic::'F. i ..!..! ! ! · .. . _ 1 ! ! ! !_ !"of LET H=5 
210 RT U .: P _; ;: :=:UJ=;:GE 11 

.: 5 .i H 
220 F=Hi_!:=·E 4E4 
2 :30 t3C:TC 15 
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PUSSY-GET 

.• 

If you are a cat reading this, you're hereby given per-
mission to change the program to Human-Get. Your 
job is to drop seven weights (printed across the top of 
the screen) onto six cats which run across the bottom 
of the screen, one after another. If you press the keys 
2 to 7, the corresponding weight will drop and the cat 
will stop running until the weight hits it, or sails on 
past. If the weight misses the cat, the frisky feline will 
flee. However, if it gets smashed by the weights, it will 
turn into a cross. Some heavy symbolism is in order 
here, as you can tell. The game can be made more 
difficult by removing lines 330 and 370, which speeds 
up the game, but in so doing, it removes the checks on 
human cheating. Pussy-Get comes from Nick 
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11 REM NICK WILSON 
12 L' .Lr-1 
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---- ---' ., '. '' ... _ ...... ·-=-·-· ! ._, ,,!.. •_:._: 440 
PRINT AT 15,X; .; HT l!:: .= .:=: .. : 

PRINT AT 17,0; 
THE; r-1-1 _; II 
THE; t·i-l .; :• 
-;- ,-, ;::. ;._.;: ·'! • 

! !"'""!!...' ! : - ..l-) ; ,-. ,-,-;- ·= - ,-.. -...... ·= ·1 
!.... !.... ! ·-· !"'""! ! ·-' - ·-·:: ! ._: - .k 

t . . 

495 IF CAT5=0 THEN GOTO 510 
510 CL5 
520 l .: l ,; : : T A GA I ·"? : : 

IF $ = '' '' TH (;DTD 
IF $= :: "·(I I THEN PUN 

i:"·-:·1.,. ._ .. _ ... 



SNAKE 

In this program, you must guide your snake, using the 
5, 6, 7, and 8 keys, toward the $'sin order to grow. You 
move in the direction of the arrows on those keys. 

You must not hit the walls or yourself. The $'s are 
on the screen for a limited time only, so you must rush. 
The aim of the game is to make your snake grow as 
long as you possibly can. Even though this game is in 
BASIC, it is very fast, thanks to some clever string 
handling. The game was written by Paul Toland, whose 
best score to date is 55. Can you beat that? 

At the end of a game, you get a new game by just 
pressing ENTER, and stop by pressing N then EN-
TER. 

5 C:L5 
LET 

e.0 Fe:;:;: I= l TD e, 
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L\ .. i:5 IF FE[) i .. J ITH $ $ $," , ,, "\' 
OU MUST GUIDE IT TOWRRDS THE $ T 
RKING CRPE NOT TO HIT R WRLL OP ----· - .. '' ·--· - .. .J.. : ·-'!.....!.- ! 

- - - . -- - - - - . . - - - - - - - - - - - . . -LC! l 
:;; ·"':·1-1-:- I •"i ,_, ._: :i :' : .!. 

120 LET M=INT (PND*30+ll +INT !R 

20 
1::;;0 F' +t·1 ·' 1 ::;; 
140 FOR I=l TO 30 
150 LET S=CODE 5$ (1) 
150 POKE P+CODE 5$ !Ll ,, 0 

LET I$=INKEY $ 
170 LET f I$=";3 ") - !I$="5") + :: 

I$="e." :: *:::;;:::;:- ( I$= "7":: *:::;;::::+ (I$< "5" 0 
P I$ >";:;;" l * (:::. - COi)E 5$ (2) l 

175 LET N=PEEK (P +5 ) 
1;30 IF N<>13 RND N<>0 THEN GOTO 
270 
190 LET L=L+ (N =13l 
200 t=>Dt<.E P +5.: 2e 
210 LET 5$=CHP$ 5+5$(1 TD 
240 NE::<T I 

; ., ·, 
L...-..L.' 

250 IF PEEK f M+P l =13 THEN POKE 

2:::.0 GOTO 120 



PHARAOH'S REVENGE 

This is an early Egyptian version of the "city bomb" 
type of program, in which you fly over a city, leveling 
skyscrapers in front of you with bombs dropped from 
your plane. 

In this game, you're flying (on a magic carpet?) over 
a pyramid, and you have to try and destroy as little of 
it as possible, while -aiming for a spy (a Phoenecian 
merchant who has not paid his transit truces or spice 
import duty) hiding in the base of the pyramid. Press 
any key to drop a bomb onto the pryamid. You can 
make the game easier by adding 105 LET G =SIN 
PI. Pharaoh's Revenge was written by Nick Wilson. 

2 0 L ET C: = :l e. 
.-. ·1 
C..!... 

25 -" 30 FOP I=1 TO 23 STEP 2 
.; 1"':\ i i:'T ,- . _ ,- . ·i 
'+'i...; ! ·- · - ·- · - _!... 

50 PRINT TO Il 
e.:z; r·-1 E>::T I 

23 
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75 
e0 

l 10 

HT 5 .: E;.; ': 
IF RND >.94 THEN LET 

. -- - - -Lt:. l 
IF B=27 THE N GOTO 75 

125 IF THEN GOTO 200 

14-:J LET F=l 
145 LET ._ i =:=: + :.L 
lC·G LET L> =E; +2 

- - -' - - · - I • t ._ : -·-I T..1.. 

: : 11 .... ;.. ; -;- .- : -. ; ·: , ... . . . 
: !""' • ! !""1 ! '- ' - ...:.... ·' 1-·· ·' 

11
.; HT 

201 
2D5 IF J> =22 THE N GOTO 260 

;-, ;-, • r. ;-, ,- , -, ; ;-.. · 
: !""" • ..!.. ! ! !""': ! ,_ , ,: I...•' .: 

220 IF PEE K !PEE K 16396+256*PEE 
K 16399 ) =52 T HEN RUN 



DROPPER 

In this intriguing game from Nick Wilson, you have to 
fill a glass of water with stones as quickly as possible. 

You'll see the glass, full of water, printed on the 
screen when you press RUN. There is a barrier along 
the top of the screen, and the stones move along the 
bottom of it. 

When you think a stone is above the glass, press any 
key, and the stone will start to fall. If it lands outside 
the glass, another stone will appear, so you can have 
another try. If, however, the stone falls into the glass, 
it will fall to the bottom, or rest on top of another stone. 
When you've filled two complete rows along the bottom, 
the game will be over, and you'll be told how many 
stones it took you to fill it. If you'd like to fill three 
rows before the game ends, change line 240 to: 
IF K = 19 OR K = 18 OR K = 17 THEN LET 
S=S+l. 

1 1 PEH NI CK WI LSON 
LET 

·i ·"':· i ;::"0-
!....!.... ! ··. 

i 4 :::, : i 
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15 LET P=0 
lE: ·-·!....·_: 

.i.·-··-· HT :l .: ><-1 .; := 

140 IF X=31 THEN GOTO 260 
150 IF .. $ = : r ' ' GC:TC: 
·i .-,,...,. 
..l. LET + 1 
195 IF K=21 THEN GOTO 260 
2uu PPINT RT K,M; 

., .-, ,..,, 

210 LET T=PEEK !PEEK 16396+256+ 
·i .:_.-: .. - .. - . ·, 
..1.. ·-· ._: =' =- ·' 

215 
220 

IF T=126 THEN GC:TC: 240 
PPIHT "II".: RT K- !PI-F"I:: _, t·i.: CH 

240 ·= . ·1 ·-'T..1.. 

C·-' ·-' 

270 
260 

IF K=19 C:P K=lB THEN LET 

::;CTD 150 
; ;::-.- · .•. · _.; 
!....J.... ! .···.-..1.. 

2·::0 LET P =P + 1 
300 IF P=ll THEN GOTO 320 
::;; 10 :?.CTC i5G 

·"'::· .; .-, .-•• -.-;- ,-, ·"'::· ·'":· 1'7 .. 
. _: .!.. .::=. 1,:- ·-· ! ·-· ·-· ._1 '::.' 

·= -·-· -

:340 IF $ = :: :: TH 1-:;nTn :340 
::;;e.o IF $ = ,,...,. .. '' THEt··l t=::Ut) 



SPACE DOCKER 

From deepest space comes Space Docker, which simu-
lates the docking of two spaceships. You'll see the hulls 
of the two ships on the screen, with your ship on the 
right, and an enemy ship on the left. You line your 
docking tube up with that of the other ship, using the 
2 and Z keys, and pressing P when you think you've 
docked. This sounds simple, but there is a catch (as 
usual). The enemy's docking tube (an inverse space, 
just like yours) is moving in random up and down steps 
in an attempt to stall you, so you need to be reasonably 
quick on the keyboard finger to change directions as 
the other docking tube is doing. There's also a time 
limit working against you. If you don't dock quickly 
enough, the enemy ship will blow up, and take your 
ship with it. 

At the end of the game, you'll receive a rating, de-
pending on how well you did. All the graphics in the 
program are from the H key. 

Nick Wilson Wrote Space Docker. 

:l.l r·i I Cr< i.-.i IL5D[·.j 
12 LET 5=0 
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51 PRINT RT 
60 LET D5=INT CRND*20l+l 
70 LET SD=INT CRND*20l +l 

05-i ·' 
·= i"'.. ·i ._fL,."- ..L..: 

N l $ =, z" RND :SD< 19 THE 

120 LET L 
130 IF L>.5 THEN LET P=l 
140 IF L<.5 THEN LET P=-1 
145 IF DS+P>20 OR D5+P<0 THEN G 

OTO 170 
14er 
i?0 
i?2 
17:3 
.;: ..., . .\ 
..L. :" '+-
200 
210 
·-: ·1 .::= 

220 
225 
2:30 
24(1 
250 

LET L=SIN PI 
t··JE><T I 



GALAXY PATROL 

Galaxy Patrol places you in command of a galactic pa-
trol ship, which bears an uncanny resemblance to the 
letter V. 

Your V-wing fighter starts with 50 gallons of fuel, 
which slowly decreases. The amount of fuel left is shown 
in the top right of the screen (in the screen printout 
the fuel figure is 33). 

You refuel your fighter by hitting any of the random 
fuel dumps (inverse spaces). Each time you run through 
a fuel dump, you get 25 gallons. You control your craft 
by touching the M key. Holding down the M moves 
your craft right; leaving the keyboard untouched allows 
your craft to drift sideways. The game ends-and your 
score is displayed-when you either run out of fuel or 
hit an asteroid (asterisk). 

Line 130 looks at the· PRINT position (set by the 
last PRINT AT in line 110), and if it finds a 23 (as-
terisk) there stops the game, printing the score (S) and 
using an unassigned variable (D ) to halt the game. If 
it finds a 128, the computer knows you are running 
into a fuel dump, so the fuel is incremented by 25 (LET 
F = F + 25). Line 145 stops the game if you've run 
out of fuel (that is, if F = 0). 

29 



Galaxy Patrol was written by R. Stubbs, based on a 
program by Tim Hartnell. 

5 LET F=50 

20 LET H : :5 

....,..:=: 
:· ·-· LET F=F-l 
eei ·= .-.• :,-,; i 

90 IF B>2 THEN LET B=B-1 
:l.00 IF I t··Jt<.E···($= ::t-1'' RNC1 E:-::2;:;; 

C:• -t::· 1 ·-: 

110 F:;:;'. RT H .: E; _; ll !.) II _; THEi 2'3 _; F _; H 
..... ·1 ;:: •• 

! .J.. ,: J...1 ,: 

LET M=PEEK !PEEK 16396+256* - - - - - . 
:l.:]5 IF M=23 THEN PRINT 5 
140 IF M=126 THEN LET F=F+25 

IF F=0 THE N PRINT 5 

* 26 * • 
* * 
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SEA RAIDER 

This program is from Martin Frobisher, and it is more 
difficult to play than might J!e thought at first. In Sea 
Raider, you have to try to destroy a battleship by bomb-
ing it with your plane as you fly over. To make this 
more difficult, you fly twice as fast as the ship, and 
from time to time are buffeted by winds, increasing 
your speed even more. 

You have 20 bombs in this version of the game, bu·t 
you can easily change this by changing the value as-
signed to Min line 10. You fire by pressing F. You do 
not see anything fall from the plane, but if you hit it, 
you are rewarded by a rather odd explosion on the ship, 
which is immediately, miraculously, restored and con-
tinues on its tireless trip from left to right. There is a 
time limit of 300 seconds, and this is reduced steadily 
while the game is progressing, although you only see 
a new "reduced" figure every so often. The game ends 
when you run out of bombs or out of time. The maxi-
mum possible score is 5340, but it is practically im-
possible to get this within the time. 

31 



32 

5EP F.:H IDEP l 
:=.: J=;:Et-i 
:::: 
4 F::Et-i 

MARTIN FROBISHER 
5 F:F::INT PT 1? .: 0.; II------------

10 --· 
15 --· 
2[1 LET 

LET 

- - - -' _._ .. .... . .. 
! -·-=";:..,.•>::_: 

H=l 
>=·-"'Tio.ii 
!-' - .!.. ! ! 

H=H+2 - - -I ... :--· I "I ?-= -?-: : ..!.. 

110 IF RND>.7 THEN LET R=R+l 
..l... ..L·_: THEN It··JT HT 

".;HT E:. :::;_·-=: · ;; 
120 IF R>26 THEN LET R=3 
125 

...... . : 
THEt--; PP H.ff RT 

:: .. -.• 
: ! 

·i.:: >=· ·1. :: 
• .!..'-' ,: L-' - ..L ,: 

T;:::" i::· · •. -,-= IW;:::" io. i i ;::::""! 
..L! !._• ... ::.•_: ! ! !!.....!"-! !.....L.... ! a....·-·1 

L-' - ..L. 

.J..·-1 .: !_I -

140 .... ".:RT 
E: .: H-2 _; :: ..... == 

150 LET .:. 
155 IF T'l THEN GOTO 205 

.E;-1.:" - ...... "';HT 
150 IF .. ·( $ = :: F ;; TH GC1TCi 200 

i =-· .... _, ·i ..L'-'·-= !.....!..... ! ! - ! -..L ., ..L'-' :" ., ,-,,"71 
..L::rt.::..: 

205 

IF T<l THEN GOTO 205 
GDTD 50 

·= ·: Ti ·= - : : · io-i · : : ._:._: ..L!.....!.....·_: - .: ! i: 

207 IF M=G OR T<l THEN STOP 
2 i:J IF HE;:5 :: P-Ei:: > 2 THEH GOTO 50 

240 
250 .-.,:: c:: =-·-· ·-· 
270 

i >="1""" ·= -·= .. -,.:: -;i-
!.....!..... ! ._: -·-' :.::.•_, :' 



TIME=202 MI55ILE5=1B 
SCOPE :5::::;4 
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BALLOON BUSTER 

Moving left and right at the bottom of the screen, you 
fire upward at a row of balloons, floating against the 
ceiling. You have to try to burst them all. You move 
using the 0 key for right, the 1 key for left. 

This sounds pretty simple, until you discover that if 
an empty space is fired into, another balloon appears, 
thus ensuring it will take longer to burst them all. You 
have no control over your firing rate, which complicates 
matters even further. To alter the frequency of fire, 
change the .91 in line 125. 

You can change the number of balloons at the start 
of the game, by altering the 9 in lines 13 and 50. The 
balloons can be changed to any character you like, pro-
viding that you change the 52 in line 190 to the code 
of the character chosen. Nick Wilson is the author of 
Balloon Buster. 

B iJ5TEJ=;: 
11 REM NICK WILSON 

20 I=:l TC •"':· ·-: 
·-'C. 
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50 FDR I=l TD 9 
50 PRINT RT 1,RND*29+1; 
70 IF PEEK !PEEK 15398+255*PEE 

K 15399! <>0 THEN GOTO 50 

liC1 
; CT 
!....!..... : L=L+:l. 

. -- .. -Lt! L=L-:l 

THEH 

., 

..!..;:_._: IF RND>.91 THEN GOTO 140 

.;: -::.-:; 

..l. :· "::..: 

i:Z:1:Z: 

I 
HT :l. :L+l; le0 

190 IF PEEK i6398+255iPEE 
K 15399!=52 THEN GOTO 220 

i"'"1l1Ti-.i'I 
?"'"r"" • ..!..!'-! ! 

:: ::: :: 
. -- . .. . -1 - ..... _._ ••• , 
!....!.... ! !'·.-!"-."'!'"..!.. 

. -- .... -Lt: ! t\=t"-.-l 

245 IF K=0 THEN GOTD 260 

IF $ = :: :: THEt··J i:;c1TD 
IF It··it<.E··.,..- $ = ,, .. .,... ' ' THEN PUN 

.-, .:· o"'71 
i:.•-•\:.,• 
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I LOVE THE SOUND 
OF BREAKING GLASS 

The object of this game is to protect a plate-glass win-
dow from projectiles which are being hurled at it. You 
do this by moving yourself up or down, by pressing the 
2 or Z keys. If the ball hits you, it vanishes, and an-
other one appears in its place. If you let the ball past, 
it will smash the window and your score will be given. 
You can make the game simpler by adding a few delay 
loops to slow it down. l.L.T.S.O.B .G. was written by 
Nick Wilson. 

:5>< = 
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':!\::.i IF If"·W.E\' $ =" l" RN[:· H\' ::- 0 THEt··l 
;::-T H\' =H\':- :l 

:l.00 

., .-,,-,. 

...:...:::.>:.:...= 

...:.... ·- '':.:...' 

1:117;.. ;1 ,-,1 ·=·· ... ·=··./ . 
!""' • ..!. ! "-! ! • !': ! ·-' .. - ... : ._: ! . 1 

::;C:TC 70 

t=1 ;=;'. 

: -=· ...... _ .. _,-;. ..... ' ·i 
: : :- ! ! ::..!. ,-.. -... -.. -: .. --::: ·-=- ·-· ! :_1 ·-'1::..' 
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LETTER CHASER 

Let your 0 run around the screen, to "run over" the 
letters you see in alphabetical order. You enter your 
speed setting for the game (from 1 to 5) and then use 
the 5 and 8 keys to move in the direction indicated by 
the arrows on those keys. The game ends if you hit a 
letter out of sequence. Pressing ENTER at the end will 
give you a new game, while N then ENTER will stop 
the program. You'll find yourself returning to this game, 
time and again, trying to complete it successfully. Let-
ter Chaser was written by Paul Toland. 

38 

_: - LETTER CHASER _ .. 
·;:i Fff "E:f"-ffEP :SPEED 5ETT ING 

: :: i:: FR5T TD 5 ( :=:Ll]i, .. J ) II 

. 10 LET :x: = l 
20 LET · . .,..- =>:: 

4.0 LET D=0 
50 LET r··lC ::::;;_::; 

60 LET P=PEEK 16396+PEEK 16397 

LETTER CHASE 



- LETTER CHAS 
I=3B TO 63 

130 LET RX=INT !RND*30l +1 
140 LET RY=INT !RND*19l+2 
150 IF PEEK !P+RX+RY*33J >0 THEN ---- - · -' ., .. ' . . , ...... 
·.:.·-· ! ·-· 

160 PRINT RT RY,RX;CHR$ I 
l 70 I 
180 LET I$=INKEY$ 
1;=;5 LET H= (I$=::e'') - (!$= 11 5: 1

) +(I$ 

190 LET D = ( I$ = " 6 " l - ( I $ = " 7 " l + ! I$ 
="") f.-[:1 

210 Lt:! ::::: :::=:: +H 
220 LET \ ' =\' +i) 
230 LET N=PEEK !P+Y*33+Xl 
240 HT \··· .: ><.; 1 ·0: 1 

242 ?- :_:;-i'. .J = :1 TD :=: 
250 IF N=0 THEN GOTO 180 
260 IF N<>NC THEN GOTO 310 

THEN GOTO 
18} 10 _; " r'OU MADE IT 

310 PRINT RT 1:J,10;CHR$ !NC+12B 
-HAR • ' !..-

12 .• 10_; "TFt/ 

;2:40 IF R $-:: ::- "t··l" THEt··l 
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JET FIGHTER 

You are the pilot of a defender jet. You must line up 
the enemy plane (a 0) in your sights, using the 5, 6, 7, 
and 8 keys, moving in the direction of the arrows on 
those keys. You destroy it by pressing the F key. 

However, the enemy jet does not just sit there wait-
ing for you to destroy it. You have to cope with its 
somewhat random evasive movements. Since you can 
only control your own plane, the enemy plane will ap-
pear to move in the direction opposite to the one you 
press. 

The game, as listed, is at the beginner's level. The 
speed is dramatically increased if you remove line 160, 
the time display. You press ENTER at the end for a 
new game, or N then ENTER to stop. Jet Fighter was 
written by Paul Toland. 

40 

18 
20 

T=:J 
·._ .. _ i"'r. ;-;-
··-·. - ! ft=:'.HC:=*:::;2) 

( j:;:i··JD*22) 
F= P I ;; 7 10 .: 14- ,; · · > .· :: 

50 
•_l'::.,.• 

IF 
55 _;_r 

<22 

T < > (T . ...-2 ) *2 TH 

RND X<32 RND Y>-1 R 
f:1 P I HT \··· .:=: • . ; ·'-



LET Y=Y+INT CRND*3l-1 
70 LET X=X+INT !RND*3l-1 
;=;:,:_1 LET R$=INi'<.E\'$ 

IF X>-1 RND X<32 RND Y>- 1 R 
··-( < 22 TH f:1

;:;: It··4T AT ... ( .= ::s:: ,; :: :: 
'30 LET X=X+i-t (R$="5" l -1* ::R$="e 

100 LET ·.,..-=\'+l+ ::R$= "?":: -1* (Fi$="6 

130 IF X)-1 RND X<32 RND Y>-1 R 
\··· < 22 THEf·.4 AT "-( .= >< ,; == 0 == 

140 IF R$="F" Rr··m /=15 Rt··l!) \'=10 
THEr) :::;C;TD 1e0 
15 0 LET T = T + :l 
160 PRINT RT 0,0;T 

1'30 RT 20.:0,; ·····(C!l_! J3:]T IT I 

HC;A ::,..;-,· .. .. · 
! !""'. ! 

220 IF R $ =" H" TH :::.TDP 
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ZAP 

You are trying to prevent the ubiquitous aliens from 
landing (the story of our lives). 

They can descend in any one of three directions, 
straight down or diagonally down from the right or left. 

You must position your craft using the 5, 6, 7, and 
8 keys (moving in the direction of the arrows on those 
keys), and fire your missile using F so that the missile 
intersects the alien's descent path. 

Blocking the alien with your craft will have no effect. 
At the start of each game, you are asked for a difficulty 
level (0 to 5), with 0 as the easiest level. The aim of 
this game, as you have probably guessed, is to prevent 
a landing for as long as you can. You press ENTER to 
get a new game, or N then ENTER to stop. Zap was 
written by Paul Toland. 

5 PA r·-J D 
10 • -- '""l- 1-:'-i 

!....!.... ! l -'L: 

20 LET ::; = 16 
·"':·1"':; i i:'T ;:::. _ ·i 
·- • 'z:..: !....!.... ! .-.; ·= ._ .. _ : ·-·!....·-· 
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PRF-ff HT 1'3 ,:z;;" •-,.•--,• 
; -..;.·.•. ·· .- 40 LET T=T+l 

50 LET P=INT iRND*3 l +1 
60 PRINT HT 
70 CRND+ 

90 IF R=l THEN LET P=INT !RND+ 
i2)+2C 

110 FOR :u 19 
120 PRit-ff HT ._i, P_; "P." 

...... _., .· 
.!,_= - ..!.. :· 

1 '30 IF E;=17 THEN 
200 IF E; > -1 

210 IF TH 

LET 
PFit·.ff AT 

LET B=B-1 

:;:. ;;:::. ;-, . 
!_.l 

0
; L.,I !"'"' .: 

220 IF B>-1 THEN PRINT AT B,BP; :: * '' 
230 IF tb=0 OR B=J+ll RND BP=P 

::;;1:J IF THEt··i :::.TOP 
:3:30 c;c:TC: 10 
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AVOID 

Direct your ever-growing snake, using 5, 6, 7, and 8, 
so that it avoids the surrounding box, its own trail, and 
the + signs. It is allowed to hit five of the pluses before 
the game ends. Since each move decreases the space 
.available, it is advisable to develop some movement 
tactics. The object of the game is to last as long as 
possible, and your time is given at the end of the game. 
Press ENTER for a new game, or N then ENTER to 
stop. Avoid was written by Paul Toland. 

:; + :: 

:l :1 0 
115 
120 

Fen::;'. I =0 TC 21 
HT ' 1-:tt • 

1 1
•

1 1 

-_.;., ·. '' .·• " . " HT _ 
PRINT qT RND*19+1,RND*29+1 ; 

LET 
LET 
i C'"T' 
!-!.... ! 

T=0 
H =G 

>< =2 



LET ·":"° =5 

T D=G 
: ,-, -·= ,-.;..; 

• !""'; 

8$="5" CP A$=";:';'"' 
: ·.)HL H$-fi) 

H$==:e.== A$==:7: 1 

! ! !i.- !.'!' 

TH 

200 IF A$="::'·" CP A$="7" 
D=SGN (UHL H$-6.5 l +-1 

210 

2:14 

IF H$==:7:: LET D=-1 ·:::( = ·:::: -'- Ci . -- \··· = .. { +[:= 

230 IF N=21 THEN LET H=H+l 

LE 

Lt:. 

250 IF N=128 OP H=6 THEN GOTO 2 

LET T=T+l 
.-.• - ....... -. ·i •:. ·-· ._, ._: 

:=:;:::;: rr·.rT HT : ::-:: : 1
' * :: 

MT .: !=: ,; 11 
... (C!U 
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CENTROPOID 

This is similar to A void only much more frantic. You 
(the checkered block) travel around the screen, hitting 
the asterisk while avoiding the solid blocks. You must 
hit all 10 of the asterisks before the game ends. When 
(or if) you're successful, your time is given. 

Again motion is controlled by 5, 6, 7, and 8, and you 
get a new game by pressing ENTER, and stop by en-
tering N then ENTER. Centropoid was written by Paul 
Toland . 
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. ·-· ·- -t:. .:=:. ! J.. 
':H::.1 I= l TD lG 

:: +" 
.-: .; .-::: 
..l...l.1:...· 

120 
. ·-· ·- -r··4t:. .:::. ! ..L 
i -;- - •":°-: 
!....!..... ! ! 



:30 i C'""r H =:J - 1-.L... ! 

140 LET :x: 
150 LET · .. {. 
l e.o LET A =:J ., 70 i C'""r [:i = .J. !......L...! -
- 80 L ET F: -r --· ·. 
190 LET R$=INKEY$ 
195 :: P+ :::;;:::;;*\'+:x::i , 0 

·i 
:' 

200 IF A$= " 5" Of=;: A$=";:;;" THEN LE 
T D=:Z: 

210 IF A$="5" CP A$=";:;;" LE 
T A=5GN ::UAL A$-6) 

22:2:1 IF A$=: :e,: : C1F.'. A$= :1 ?" THEN LE 

270 
2e0 

F:or<.E :: F· * .. ·( +::-:::: I e: 
IF N=23 THEN LEt H=H+i 
IF H=10 THEN GOTO 320 
IF THEN GOTO 330 
i C'""r -0 _-;- I C' 
!......L... ! ! - ! ·-' 

(3C:TC: 190 

:340 A$ 
:::;;50 IF A$="N" THEH STOP 
:3e.0 c:L:=, 
:370 PUr··l 
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TOAD IN THE HOLE 

Your task is to steer a "toad" (reincarnated, it appears, 
as an inverse asterisk) into its hole. Y ou;n see the ground 
and hole near the bottom of the screen, and the toad 
will begin a rapid descent from the top. The 0 key moves 
your toad right, the 1 key moves it left. Once the toad 
reaches ground level, and depending on whether or not 
you got it home, you'll be given a score. You can alter 
the skill level by changing the size of the hole, playing 
around with the values in line 80. The graphic char-
acter in line 90 is from the H key. Lines 15 to 100 print 
the ground and hole, the routine from 110 to 205 moves 
the toad, and lines 300 to 340 print out the score and 
final message. Toad in the Hole was written by Nick 
Wilson. 
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·f ·i 
..!.....!.. 

PEM TOPD-I N-THE-HOLE 
PEM NICK WILSON 1982 

.":;:: 

..!...·-· ·-·=--·-' 
r-1 = i: *3 :i +le 

40 
45 . ·-· ·- -J::. _>:_ ! l. 
70 PRINT H! M, INT CPND*22 l +S; 



80 FOR I=l TO INT CRND*3 l +2 
-::ei "'*=" ; 

100 I 
110 
120 
·i .-. ·1 

.; i:'C' 

170 
·i -:ri:' :· ._: 

190 
THEN 

THEt .. 4 
·-: ."'7.c::' :::.ti:.• ·-1 
:300 

:310 

i i:'I' ·._.· - ·i l....!.- ! .. - .. --.J.. 

LET ···t=INT 

IF Y<G DR Y>31 THEN GOTO 12 

LET T=PEEK !PEEK 16398+255* 
16:39·;:: 
IF T=128 THEN GOTO 300 
IF T=135 THEN GOTO 310 ::e=: _; 
IF INt<.E ·/$="0 " THE N IF \' <:31 
LET .. ·( = .. ·t+1 
IF INt<.E\' $ = '' 1 ·· THEN IF \' > -1 
LET .. /=\'-1 

0 .. 0 .; " H ·l THE HOLE 
320 FOR I=l TO 80 
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MINEFIELD 

In this game you are commander of a tank. Before you 
lies an enemy minefield through which you must pass. 
Can you do it? The allied forces are counting on you. 

When you run the program the computer will gen-
erate a minefield-a different one each time you play. 
Drive your tank across the screen, using keys 5 through 
8. 

If you hit a mine, your tank blows up and you lose. 
Pass safely through the minefield and you've won. 

To input the program, first enter lines 1 through 45 
as shown below: 

50 

LET 
10 FOP X=165 4 TO 16533 
20 LET KS=W$ N TO N+ll 
30 POKE X,16 CODE K$+CODE K$(2 

) -4 ?fi 
LET =t .. +2 



Next, run this short subroutine. After running it, 
list the program and examine line 1. It should appear 
as follows: 

1 PEM SRUE TA N LEN 
· ·-::· / PAUSE 

Now delete lines 5 through 45 and enter the re-
mainder of the program, (starting at line 2). 

1 REM SRUE TAN LEN 
··-::·/ PAUSE 

2 REM +++MINEFIELD+** 
50 

100 

.-.; ·= '-·!.....·-' 
LET 
LET 
i ;;:""T'" 
!.....!.... ! 

FC:F='. 

T=0 

A =RNi:) +40 +40 
I=1 TD R 

140 LET P=INT (RND*19l+2 
150 LET Ci =[1 

1e0 
190 
200 

i ;;:--,-
L...!.... ! ! -: 

LET M$ $ 
LET T = ::t1 $ = " fi " l - ( M $ = " 7 " l + ( M $ - :: :: .. ... -;-

- .' ':':' ! ' 

2 10 LET 5 = ::t1 $ = " e " l - i:t-1 $ = " 5 " l + ::t1 $ 

220 IF X+S <0 DR X+S>31 DR Y+T<2 
OR Y+T>21 THEN GOTO 170 
230 PRINT RT Y+T,X+S ; 
235 IF PEEK (PEEK 16396+256+PEE 

K 16399l =17e THEN GOTO 300 
240 PRINT RT P ·' O_;" " 
250 LET F1 =\ "'. + T 
2E:·0 LET D=><+S 
265 IF 0=31 THEN GOTO 400 
270 GDTC: i ?[1 
300 FOR B=1 TO 16 
310 RRND USR 16514 
::;;20 r··iE:x:T B 
3::;;0 CLS 
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410 
420 

·--=··= 
450 

1 : 11 Ir.;.- ,-,7 ·i '""" ·1 .-, · :: 
!""" !""' • ..!. ! ;, ! ,: .1 ,-.,-,,,- , .; .; ,-:; ·-=-·-· ! ·-· 

fOU LOS 
FPIHT Fff D, 12 _; 
FCF L=:l. TC 5G ... : .:::" ·._.·-;- ; 

! 

(\' /N) ,, 
IF .. $ = "" TH i:;DTC 450 
IF .. $ = ==···/ '' TH 50 

470 5T CP 



DUCK SHOOT 

A number of strange little ducks fly overhead, some 
from right to left, and the others in the opposite direc-
tion. In this game by Peter Shaw your goal, needless 
to say, is to shoot down the ducks. 

You move your shooting base from right to left using 
the 8 and 5 keys, to move in the direction shown by 
the arrows on those keys. You fire by pressing the 0 
key. At the end of a round (when all the ducks have 
been shot) you'll be given a "marksman rating." There 
is a high-score feature, so you can try to better your 
rating from round to round. The rating is related to the 
number of shots it took you to kill all ducks. There 
is a slight pause after one round, before a new one 
begins automatically. 

5 1 :5 ::::;;=; ·:: .= 0 

. - . .. 
::=.'::...: 

LET .-: - ·• 
!: - ..!.. ·- · ·- ,_ - '·" ._ :! : ->::..• ·= ,-. _,-; .. ._ ::_. -'::...' ·- ·- 'Ir =. 
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40 i ;::-7 = ... - '=ii 
•

•'-'- '11 '-' ::µ -----· ·- --50 Hi 2,0;R$, ,8$ -· 
" THEt··l GOT 

100 LET R$=R$13 TO l +R$11 TO 2l 
110 LET BS=B$132l +8$( TO 3l l 
120 :3CT-C: 50 
170 B$=8$(30 TO 32l +8$1 TO 

C:=H-1 
1005 LET 
1010 FOP 8=10 TO l STEP -2 
1020 LET H=H+:: - ( 
..... _::;;;:::" :;:- ._: .. 
1030 PRINT RT 2,0;R$,,8$ 
i040 If··4T HT 12 .' H-:3 _; :: .I. 

;::. .-.. :: ;a:: . . -:: C:· ,-.. : 1 : : ,_,,,_., = ,,...,, ,_.,._., 
1Q60 LET R$=R$(6· TO l+R$!1 
1075 PRINT RT 2,0;R$,,B$ 
10e0 IF E;:4 E;$ ([:+2) < > :: 

:l:l.10 
:l.:l.20 
1se0 
i510 
1520 

2050 

.. _; H ! 

TC 5) 

20e.0 

::::010 
LET SC=INT C27394*5C/l+5Hl 

t . i.-· •·= !"-!I;. .,!.. ,_1 

IF 5C>HS THEN LET HS=SC 
PPIHT RT 0,0.; "t-iRFt-::.:;:<1--1AH j:;:ATI 

5 ";H5 
FOR G=l TO 50 



3050 
3060 

NEXT G 
I •1 ·-

3070 GOTO 10 

36060 

.. = 
= @ ·-



WAGONER'S WALK 

This amusing program, which combines a race/bet 
theme with graphics, was written by Stephen Ormrod. 
You start the game with 20, and are attending a race 
meeting between four rather worn-out wagons. You see 
the wagons before the race, and can bet on one of them 
to win. 

Lines 10 to 40 briefly explain the rules, while lines 
50 to 250 initialize the graphics. The shapes are held 
in a string array, A. The wagons are displayed "in the 
paddock" by the routine from line 480 to line 570. Lines 
480 to 815 deal with your bet. The maximum bet is 
either your credit level or $10, whichever is lower. The 
computer will not accept larger bets than this, nor will 
it accept bets lower than $1.00, or bets made on wagons 
which don't exist. 

I'll leave you to see lines 820 to 905 in action, rather 
than explain them here. The four lanes are printed out 
by the routine from 1000, which also prints the start 
and finish lines, plus the wagons. The race itself is run 
by the lines 1158 to 1210. It will take a few minutes 
for a race to be run, and once it has, the screen will fill 
with the checkered flag, and a "bank statement" will 
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appear. You'll be given the chance of betting on another 
race, or of quitting with your winnings. 

:i.!::: F:F : .: ==···( C1U HA!.) E $20 :r \· .. C1U 

iJ i.-J ' . 

" 4- i .. JRGIJNS It-·1 THE ;:;:ACE 
RNERRBY SCRRPYARD - S 

TEND TO BE RATHER 
. - , ;::- 1:11 l io.i l .: .: ':\,.-CiU ITED TC1 :::, ._ : : !""'. ! 

E:ET Df·) E C:F T HE t-1 TC! i .. .i I t .. FI 
F.'. 5T .= '' .= ' ' H() : .. JE ?._.! EF::.: ···( C!U t-1 A···( 5EE THE f1 

Tt·.j': '' THE .• ' 1 

:::i :J == :; '' C : = '' TC1 CC:t .. 
-;- .... ; i : ;:::::- : : 

! 

IF .. $ < > ' 1 c: :: 
40 ·- ·!.-·-' 
45 

7 0 

1 70 
1e0 

200 
210 

LET 
LET 
; ;::" ..... 
!....1- ! 

LET 

LET 
LET 
LET 
LET 

:: 1 :: =: ' 1_!I t-1 '' 
:: 2 :: = 1 ' ·J C1E '' 

h $ :: ::;; :: = ''·JP.Cr<. '' 

P, ( i ) =2 
I : I•: I - ,• 
:i •.c .• - ,· 
.- , .. ·"':·" - ·i .- , 
!""1 '··-' .' -..!.C - . . . - -H :. 4- .: =l / 
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220 FC:t=:: TD 4 
2:30 LET E; ( =0 
240 r··iE>::T r··i 
:=• =; V, ; <="...,... v .r - " ll : ll ll I! • I! ll I! • I! • • I • • • : • 

11'°j1: '• ···•=s: m .::;,r:: ii• ll • 11 ••I•: I 11 11 ==·=•11•====== 480 PF:: H ·ff PT ? .• 0 .: "1 .. JAGON: " .• "DF:: I'.) 
:: 

490 PRINT AT 3,0;C$;B$ 
500 FOP H=l TO 4 
502 PRINT PT 8+N,0;N,N$!Nl 
505 FOP 0=0 TO 31-!?fNl 
5i0 TD 4 
515 PRINT PT 0+P-1,0;A$1N,Pl 
520 r. ' <=' •• _.·-;- ;-, 

i·i!.....·-·. ! !"': 

525 
·-'·-··-' t·-JE><T f·.i 
53? PRINT PT 15,0; 
540 , .: E;$ 

5?0 .-.; ·= ·-· I....·-' 
580 PRINT ''PL.RIGHT \'OU HA 1.)E $ '' 

!)E!:>UC:TED '' 
:500 PRH·ff , "PPE55 THE r··W. CORR 

E:::.POr··iD If-.iG TO'' ' 'THE l .• .!HGOH ·....-ou 1 •• .1 I5 
H TO EET Or).• " . "PHD F'RE55 "" ENTER 

1:11 : : ,· .; .-, 
:"!'""' . ..!..!."! ! • . ..!.. .: .: ._: OP 4.l" 

l.-.i 
IF W>0 AND W<5 AND W=INT W 

THEf-·l GOTO ?00 

t=.50 PRH·ff " '?-BUT 1.-.IP.GON ".; i .. J.;" DO 
E5 HOT "·'" RUr--i TH I:::. i:::ACE. PL.E 

.. "DO [·.wT TP\' TO CHEAT THE"·'" 
IE:=,= :: 

e,e.0 ·' .' 
e.70 c;ciTD e.00 



740 IF CP<10 THEN PRINT 
750 IF CP > = 10 THEt-·i PR Hff "10" .; 
7t:·0 PR Fff ") " 
7t;.5 PF:: IHT , " - 5P.t-1E PROCEi:>UF::E H 

770 t-i 
775 .-.i ·= ·-·!....·-= 
780 IF M<=:J THEN GOTO 800 
785 IF M>l:J THEN GOTO 805 
790 IF M>CP THEN GOTO 810 
--:i .-, ;::::- ,-. ,-...... ,-, ·=· .-, ,-:; :' =- ·-' ·-=- ·- · ! ,_, ·-· :=:. '::..' :: ; :w.- .• 

-·.-.'! !!""'"! ! 
DL! t==LH\··· HT :: 

THE HF::E \' 

BUT YOU HP.UE ONLY 

:::;2:z1 :: $ :: _; r-i _; := E;ETTEC= :: 
::::25 PR Fff "THE RP.CE :::.TP.RT5 5HOR 

,- . j ·= ·-··-··-' ·-·!...... ·-' 
LET Y=INT !PND*5l +3 

,-. j ·= 
'-· !....·-! 

000 FOP N=l TO 21 STEP 5 
010 PRINT n• N,0;8$ 
015 PRINT RT N-l,0;C$ 
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1030 FOP N=l TO 21 · 

1050 HE>::T f'.j 

1135 IF 8(NJ =24 THEN GOTO 1300 
114 D f'.i E >::T t·.j 
., •i 

1150 i i:'T 1-1"7-:: 
i.....i..... ! ! -';:....' 

·1 ·i i:"·i 
..L..L ·-·.J.. PT e.; :i $': .: t-1_; :: or-.4 :: ,; l.-.l 

·i ·ii:'·"':· 
..!.. .!.·-'·-: 

·"! ·1 i:'S:: 
..!..-!..·-''-' 
·i 
.J,.. .J..·-' :' 
·i ·ii:' ·=· 
..L. ..!..·-''-: 
:1160 
1170 

- - - . ·-
HT 4 ·' 14; "::.ET 
500[1 

PT 4 .: 10 ,; :: 
PP INT HT 0 ·' 15 .; "TIME 
LET P=INT !PND*4l +l 
LET E; ! P :: = E; ( P l + 1 

121[1 C30TD 11E·0 
1:3[10 LET ::=:: =t·-i 

:: . ,... 
! 

1305 FOP N=1 TO 50 
1:310 HT 0 ,: 2G .; 11 WINNE 

0 .: 20 _; :: H i ... .i :: 
i:320 t··JE>::T 
1330 PDKE 16418,0 
1340 FOP N=0 TD 22 
1350 PRINT HT N,O;X$ 
l ::::: e. 0 t··J E :::::T 

:: .. -, ... 
,: ! 

i: . .:: F';:;: INT :: l ... J 11 
.: >:: .; 11 

: : _; t··.f $ (::a:::: 
Tit-iE :: ,;T 

i380 FOP N=l TD 50 
l ::::; ·:: 0 t··J E ::<T 

1410 
1420 
14:30 ::********f:** .. ·(1]U LC1::.T 

*********** :: 



... - ---··-l4-4-i:::.1 .lN ! •.. = ;::.-;- : : 
! 

1450 HT i0 .: 0 .; "\· .. C!U HA[::: :: .: :: $ 
: : . 1-·•: 

: 1_•!""'. 

14e.0 _ .. LC!5T: :: .1 :: $ == .; t-i 
LC.! = :_:!-r: - r-1 

. :: .: :: $ :: 
: '- ·!""'. 
1460 IF CP<=0 THEN GOTO 7000 
1490 IF CP >=100 THEN GOTO 5000 

15:30 IF .. ·( $ < > :: C: ' ' TH 1_=.u l :_: 15 
20 
i540 ,-.; ·= ·-·!......·-= 
1550 i ;:--;-

!..... !..... ! F=1 = :: f5) +1 

·-::·: : 

PH 1.) E == ---- ---- - ---•: .._ ._ • .._ I •1 I I; I ' I "-'- ' .'' 
..L ._: ·-· ·-' 1_:: ·- · ! ,_, .!.. ·-= ·-· "::...' 

;::=;:::'. :: D = = -E;lJT .. ·(C1U t·iiJ5T 
I t< G HOr-iE'' .' '' TD TELL.. \'OUP 
. ...-1.-J IFE :: .: :: .. ..-t-iDTHE;::'. :: 
·1 = .-. C' ,- .• - • .- ,- . ·i .: ;:::" 171 
..L ._: =' ._1 •_:: ·- · ! ·- · .!.. ._ , ·-· "::...' 

C:=L>IC:T .= H;:;'. E .. ·(CU .. ?' ' 
·1 .:: 1-:\ C' ,- .• -,-;- ,-, ·i .:: ;::" ,-:; 
..L ._, 'L..' ._: •...:i ·-· ! ·-· .!.. '-' ·-· "::...' 

F \· .. DU H;::;:E:= 
1650 FOP N=l TO 4 

iE.52 t··JE>::T 
1e.5 :3 ;:' ;:;;It·)T PT i5 .. G .; '' = •• E;UT "·t" DLI i) 
Or·4 ·' ·' T GE"7" TC :'EE'· ·' THEt-1 If'.l THE !-' -- - - - · -· ·-- --· ·-· · HDDULK 

:3000 ;:1 i=:'. :: * * * * * * * * * * ± ···(:]U i .. JC:t··i 
************ '' :3010 
U ;.: i.-.! I f-.J :3 ::. : ' 

!''!'-''.-.' \,..CiU CC!LLEC:T 
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";CP 

:3:Jfi0 
:3070 
:::;100 ::Tit'"iE E;Dt·-Ji_I:=:: 11 

,: :: $:: ,; \··· 
j i::°'I ,-.;-, _,-.,, I'•,,•' 
?.-L.... ! '-·!""'. -·-·!""". ""!"' ! 

::;OTC: 14 ?[1 
=l •• -. .-, t:' 

! ·-· ::_._: 

50[15 f·.JE><T 
5010 
t.;J[10 .: .: ::-../Ci_i HAl . ..JE E>::CEEDEL> 
THE HC1U:=:E= = = ::Lit1IT:=: DF $100 Ht··H) H 

t'0 0i0 PP It-·ff "FDPCEC:· TO f:;:ET IPE FPO 
t·i THE GHt·iE i .. .iITH ·....-oUf:;: i .. .iEAL TH"·'"!!! 
• 
7000 :=\···c:U Hj:;:E ;:;:EMEt·i 
BEP YOU DWE THE COMPUTEP $20. YU 
U t-iH .. ·f'° LEH!..JE I= C1. !_!; ': 

;::;G50 
80E0 0 

FC:;:;: t··J = l TD 20 

IF CR=20 THEN GOTO 8200 
8070 PPit··ff '' - E;UT \'DU :::.TILL Oi.-.iE 

;::; 100 :: - 8LiT \ · .. C;i_i FCif::!FE I 
T \·'DUP $" .: CR-20.: "Pf:;:DFIT A:::. H TIP 

TO THE COt-iPUTEP" 
;;:; l l:J :;:,T:::::1P 
8200 PRINT - E;UT YDU ONLY SPOKE 
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1..Ji=tGONEER"::;. i .. JRU<. - RULES: 
YOU HAUE $20. YOU HAUE BEEN 
INUITED TO R DRY RT THE RRCE5 
-SO WATCH YOUR MONEY.THERE ARE 
4 WAGONS IN THE RACE, ALL FROM A 
NEARBY SCRRPYRRD - SO THEY DO 
TEND TO BE RRTHER SLOW. 
YOU ARE INUITED TO BET ON 
ONE OF THEM TO WIN. FIRST, 
HOWEUER, YOU HAY SEE THEM IN 
THE PP.Di)OCi<. , 

PPE55 "C" TD CONTINUE 

l 
2 

4 

oi:;:IUER: 
._!It-1 
·-'OE 
·-'A Ct<. 
._iOHN 

WHEN YOU HRUE SEEN ENOUGH OF 
THEM .• PFE::;.5 "C" 

'' 5 i .. JALi"':. 
5 R OFMROD .. 1962 

63 



64 

F 
F 
F 
F 

*********** YOU WON ************ 
NOW YOU LULLECT YOUR WINNINGS 

·=• 1-•i./i:" . 
• _1 ! 

::c: 
TD 

;=:LH"-( 
,-,; i71 

...!.. : 



Driving Games 





GRAND PRIX 

This game of skill, written by Jim Archer, combines 
steering, braking, and accelerating around a rather 
complex race course. The car is steered into a starting 
speed of 40 mph, from which you can accelerate up to 
a maximum of 200 mph, but it is quite difficult to com-
plete the course at this speed without crashing at least 
once. Every crash costs you a time penalty of 10 sec-
onds. There is a PAUSE statement within the main 
loop which is related to the current speed, so the pro-
gram does actually get faster as your speed increases. 
At the final lap, the average time per lap is given in 
minutes and seconds, and you're graded as a driver 
from A to F . Only the best can get an A. 

5 :: I ::•::: : 
10 PRI NT ** THE GRAND PRIX P 
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.-,: 1:11 Tio.ii ::=,._: ! !"" • ! 
,-,1w:1, ;,..·;::-· .... ·:: 
,_, ! : !!..-!""'. !". ! i .. J ILL 5TDP THE 

4[1 L l 
45 LET L=:l 

I 'I ·-'-'·-= ·-·L-.·-' 

li0 
.; ·i ;::' 
..l....!.. ·-· 

i20 
1:30 
140 
lE·O 
·i .:.: ...:,.•_r ._: 

170 
..l.. :· ._: 

I·;:o 
200 

i C'T · .•. · - ·i .; 
1-1- ! .. - .. -
i C:T ·· . .-· _.-,.:. 
1-!- ! ! -::.'-' 

Z+l:: 

·-: ., ,..,,. 
C.J.."-: 

220 
2:30 
240 

HT >:: .: ... { -1.; 
i:';:;:Ir--ff PT 0, 0.: "PEAD\ .... " .: 

4-LJ · :: •• .: 
250 ;=:H!J5E 50 
2E·:J NE>::T i.-.i 

f·iE: 0 
270 

1500 

; t:'-;- i:' * - : ; ·._.· : : 
!-1-. ! ! - .. - .. ---··- ----1 •1 1·-1 ,.._. 'I '•'••'It,., 
1...::1_1._::_1J...: ..!..•-1'::.,.l'!:.,1 

pT_X,Y-1;R$CX,Yl 
! .:=:. : _"r:. + J.. 

i ;:"'I ·-.·· :··,-·...;..,! PR It·.ff RT- x ·' ..,. .. -1.: ''00'' 
IF H $ ( ::=:: ·' ···() < > :: II TH 

TT 
! ..!.. 



:32;=; HT :Z1 .: fi .; :=. ,; 1 1 
: i ,; HT 0 .: 1e, 

: : 
,: ! .: 

::;:::;;:J IF $ = == '' THEt··J 13C:TC: 2 '30 
:3:35 IF $ = :: t-1 =, i]j:;'. .. ·( $ = :: t··4 :: 
THEr) GDTD 1400 
340 LET F$=INKEY$ 
:350 :3C:TD 2 ;=;0 

999 REM CDRR5E DATA 
i00:J LET Ei $ ( i) =: : 121:31415' 1 

1010 LET E;$ :: 2 :: = :: 101116252::,27 == 
1020 LET E; $ :: :3:: = " O?oaei·:i 1:::; 1417242e 

212527:30 " 

1070 LET E; $ :: ;:; ) = :: ei 104121:31415 le,2 ·:& ., : : 
·- ' ...!.. 
10e0 LET B$ :: ·;; :: = " 0204111729:::;2 " 
1090 LET B$ :: 10 :: ="0205•<'.H30910111:31 
·" ., ;:" ·1 :: 

...!.. ·-· ...!.. ,_ •• _ : ·- ' ::. 
1100 LET B$ ( ll) = :1 0:]05071:::i1e.1e:::;0:::; .-. :: 
1110 LET B$ :: 12:: ="0:::;05070'31011121 
5 :lE: i i=i2021222:324252e,272•3:30:32 '' 
1120 LET B$ :: 13 :: = " 0:30507101418192 ,-, .-: .. .. -. :: 
11:::;0 LET B$ :: 14 ) ="02050810141:5171 
e212223242s2e.272 ·3 :3e:32 ,, 
1140 LET 5$ :: 15 ) = " 010407081014202 

1150 LET B$ :: le.:: = " 010 :30e0 HHS1e.171 
e 1 ·3222:3242s2e.2r2·:: :3e:32 '' 

13 0 0 LET I = :: F $ = " Z " + ( F $ = " ::-:: " ) + ( F $ 
="C ":: - ::F$= "::;::":: - ::F$ " 1 .. J" ) - ( F$= " E ":: 
l :::; l :J LET ·-' = :: F $ = " E " + :: F $ = " D " :: + :: F $ 
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="C'' J - (F$=":::;:;":: - ::F$="A":: - (F$="Z":: 
L'.;20 IF F $ < :: " " Ar··m u = 100 TH LE 
T U=e0 

140:Z1 IF ... -- .... - -N LC.! 
i_l > =20 tw=-

! ! !!.-

.; . .; .; i"';::' Ti-.li.." =-····""'"'- ;: i-.i I• ..!...'+ ..l.! ..L.!.i!··.!.- :::i - !.-! U < =e0 THE 

1500 IF 8$(/,y; =·'- ··THEN GOTO 16 

1505 
1510 

i ;:-..- ; ! - .;: ,...,, 
! ·-· - ..!...'::...''::....' 

LET T=T+l:J 
1515 IF 5=0 THEN RETURN 
1520 

.; ;::'·=··...,, .J..._:•_11::..: 

i59C 

LET I=G 
Lt:. l 

.-, •i c::' • II 
::.. ...!.. .l ._: .: 

1600 IF 5=0 THEN RETURN 
.; .:: .. ....., 
..!...•-:\;,.• :· 

1e.10 

:lE:4[1 

..... :: 
! 

IF L::Ll THEN GOTO 
;"""c •• 7 r. ;-;- .-: -;- t:; .-, ....., · : 
!"""" ?""' • .,!..!.-! ! :1 ! '::...' .: :::. :' .: !.-

LET T=T . ...-Li 
LET ::T . ...-e,0:: 
LET S=INT (T-60*M+.5J 
PR It.ff RT 2 l, 0 .: "AU /LA!=' : ".: t-1.: 

-IF :5-::10 THEH pi:;:IHT " 0".; 
Pi:;: If.ff :::, .: " t·i IH: GPA DE ".: 
IF T<=l05 THEt--1 PPINT 

1690 IF T>l05 AND T<=125 THEN PR 

1700 IF T>125 RND T<=175 THEN PR 

1710 IF T>175 RND T<=200 THEN PR 

1720 IF T>20D ,-, ,.. if·. "T' .· -·-: ·-11:' IWi:"i-.i 
!""""!! .. f!_... ! "· -.:..c. -_: ! ! !L-!•-t 



ALLEY DRIVER 

In Alley Driver, written by Said Hassan, you have to 
drive a car down a constantly twisting track. Said ex-
plains: "The idea for the program is not really original, 
I know, but I think the way I've done it in this game 
is. Instead of scrolling the screen to give a racing-car 
effect, as is often used in these sorts of programs, the 
car (an inverse H) races down the screen. The effect, I 
feel, is slightly smoother and faster than scrolling. 

"After each section is completed, the clears 
and a new track appears. The program supports a high-
score feature, and after each game will ask the player 
if he or she wishes to have another game. Pressing Y 
will produce a new game." 

:::;:J 
40 
50 

·- ·1....·-l 
LET 
i i:'""'t 
1....1....! 

"L" I I I : 

· .•. · - 1-·1-r i"'\ i::' .•"'·. - ·- · ·- •! .. .-"!.... 
A=CDDE 

ei:z1 r·.J =C:cc:: E :: ,, T ,-, 1-·1-i '.,E = 1 - 11 

H -H) * 
5 Gt··i 5 :: + A ) - ( H=CDDE "P" 
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90 r··lE><T r·; 
100 LET A=>:: 
:110 FOP r··l=PI/PI TO CODE "=" 
120 PRINT 8T N,X; 
130 IF PEEK (PEEK 16398+256*PEE 
i6399) =CODE "•" THEN GOTO 210 

INT HT r)-P I .... ·p I·' R .; .; RT 

150 LET A=>< 
:lE·0 LET >:: =>:: + ( $ =" 0") - ( 

$=" i") 
170 HE>::T r·-i 
:180 
:190 
200 
210 
220 
230 

I •1 ·-•-• L._•_: 

GOTO CODE 
,-.1 ·= ·-·1....._l 
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SQUEEZER IV 

Vroom, vroom ... and you're away, driving your car along 
a constantly twisting and turning road. The road 
changes width as well as direction, demanding even 
more of your skill. The road will start off very wide (to 
get you used to the wheel) but will close in progres-
sively. To move your car, use the 1 key (left) or the 0 
key (right). The .731 in line 22 controls the rate at 
which the road narrows. Change the second or third 
decimal place to alter this. If you hit the side of the 
road, your score will appear, and you'll be offered an-
other game. Squeezer IV was written by Nick Wilson. 
Lines 21 to 70 set up and then decrease the road width, 
and move the car. The routine from lines 80 to 150 asks 
if you want a new game, and from 202 the road is 
controlled. 
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10 PEM SQUEEZER IU 
11 PEM NICK WILSON 

20 
LET t·i=0 
i i:'7 I -• ·"I !.-!.- ! 



21 HT 21 .1 t-1.; 11m11 
,; THS (:31-L 

·, ...... 
''22 IF RND>.731 THEN LET L=L+l 

2:3 LET t1=L 
25 IF L>13 THEN GOTO 200 
30 IF INi<.E\' $ =" 0" THEN LET ::< ::;.:: + 

l 

:l. 

90 
:l.00 

.- . . - ..... - . ·i ·7 
! ·- · 

120 IF .. $ = :: 11 THEt .. J 120 
140 IF If"·W.E"·/$="\··" THEN RUN 
i50 ::::TCi;:' 
202 LET L=L+ll RND RND>.Sl-11 R 

: 5) 

2 

:l 
., 
.!. 

203 IF L>26 OR L<0 THEN GOTO 20 

240 IF INt<.E/ $ =" l" THEt··l LET :X: =::<-

250 PRINT RT 17,X; 
260 IF PEEK !PEEK 16396+256*PEE 

K 16399) <>0 THEN GOTO 80 
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Board Games and 
Simulations 



SLOT MACHINE 

Written by Adam Waring and Mike Cleverley, Slot 
Machine uses a flashy machine-code routine to reverse 
the display. It is called during the introduction, win-
ning, and losing routines. 

The object of the game is to win a grand total of $50. 
This is achieved by gambling on the one-armed bandit 
(see lines 40 to 80). It costs $1.00 per go, and you win 
$5 for getting two numbers the same, $15 for getting 
three the same. 

The program has RESPIN and NUDGE routines. To 
save, type GOTO 6550, start your recorder, and then 
press ENTER. Upon loading, this program will start 
running on its own. Start by entering the following 
routine, which is used to put the machine code into the 
REM statement: 

l REM 12345578901234567890 
·": t"7-i TP.ii"9': i ii"" · .•. · 

! .. - .. 

I I • r .; ;t.: : '- ' .• :· ,_, 
e.0 LET >:: =>< + l 
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-: ·""7: ; ..... . - : ..r- _ ,- , ,.r. .. ·":· 
:.......:....... ; !: :;:!'. -!"""!::::::: '· ._: 
'-== '-' ! ·- · ·-' '::....' 

TC 

After you've entered that, run it and input the fol-
lowing. The first prompt requires 16514 as entry, then: 

.- , H G -. 4 0 ::-1 i 2 E; 2 :::; 7 E <=. '- · '::....' ' .' I 

F E 7 e. 2 e - l :J .' F e c: ·- e. 
e l:::.! "'7 7 _,__ ;=,; 2 

Line 1 should now look like this: 

.; :: ;. • .;. ;::- ,:. ;-, ... i •.. = ... 
!"""I. !.....!; :· 5A 1.)E 

/ FHU5E 

Once it does, enter as a direct command POKE 
16510,0 Then, enter the rest of the program: 

20 .-..... 
C..'+-

80 

St..OT MACH Ii,lE 
'. :::- · 

CLE 1.tERi....E', 
!:'.!t,j[· 

••• • .... • • f f • ' ' 

y 



25 FRf-.iD 
27 D It-1 A :: 4 : 

4-:J 

70 

H,; 
125 IF H<>INT A THEN PRINT 0 

..!..'-'·-: 
190 
1'35 

:::.."-' ·-· 
·-:i":\c:"' 
:::.."'-' ·-' 
.-, 1'7'..: :::.. I(..•._, 
.-,,"":\..., 
C.'L.' :· 

FOF M=i TO 10-L*2 
FOR N =L TO ::;; 
LET Fi(Nl =INT !RND*l0l 
POKE P+166+N*2-l,R!Nl +28 
NE:X:T 

2:z1 ;:;; . FEr1 
20'3 
210 FEM 
211 LET 
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2i5 
240 
250 

270 

IF G<.7 THEN GOTO 4000 
IF G<.B THEN GOTO 400 

LET X=INT (PND*3l *2+1 

FC:F:: = l TD 20 

i='Dr<.E ;:·+1e.e.4-·:a:: Ai: :::-s:.+1: .. ·2:i +2e 

4:30 HT 15 .1 :3 .; 11
\· .. CiU HAi . .)E :: .; c; 

: :: :: 
450 = :l. TC G 

:7:: 
':;..' 

4 ?G IF .. $ < :: 1
' 

480 LET B=CODE INKEY$-2B 
490 LET P(Bl =PCBl -1 

510 
520 

2010 
2011 
20:12 

2110 
2120 
21::::;0 

t··JE:x:T 



i. :I .-. .-. I I 
.. a•i .._.1 ..._. i 
" . i JI II I 1 l 
" 5 I I I ·-· I I 

... ·- - - - - -· ... :.L '=' !::; .. ( · · 

.- ,.-,,;i.;::-
:=,,==.-.;,.•·-· 

2210 
.-,.-, ., t::" 
.==.c. .!...·-: 

2220 

2240 

PRINT AT ll,N;A$CNI 
PRINT RT 12,31-N;B$C31-NI 
i::-.-.r: ;._; _ .; .-,-, c-
! ._, ! i - ..!.. ! ·-· ._: 

r-.4E>::T r-1 
r·-{E::=::T 

2273 FOR N=l TO 21 
2275 RAND USP 16514 
2276 FOR M=l TO 7 

2294 PRINT RT 14,0;A$ 
2300 LET R$=R$!2 TO l+R$!1) 
2::;=05 IF It--W.E .. / $ =" t··i" THfi-j 
2::;: 10 IF Ir··ii<.E\' $ < ::· ......... ;• THEN GOTO 22 

.-.. :=,_._:•_•11:..,: 

GF $50 = :: 

"TR\' \'OUF HRND RT THE 
BANDIT. WIN R TOTAL 

2:370 PRit··ff ' ' \'DU APE Gii._.IEH $5 TO 

. 
2:3·::0 :: GETT It·-J::; 2 PEEL5 THE 
SAME WINS YOU $5. GETTING 3 TH 
E 5HME l.-.i 
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2400 PP INT "$15, DUi:::H4G THE GRME 
YOU MAY GETA RESPIN. THESE RRE 

2410 ViHNT "THE FLA5H ING E;UTTm·l 
INDICRTES WHICH REEL MAY 8E RE 

2420 Pi:::n.ff "RE:::.PIN 8\' Pi:::Es:::.rNG T 
HE " .. ......... " t<.E\' ·' IF \'OU DO MDT 1.-.IISH 

24:30 PRINT "THEN PREt·5 THE ""N" " ··-· ... '-' - .. !'•, L... ! • 

24:31 

PRINT "PPE5S "" C "" T cm4TIN 

24:::;e: IF rr·.Jt-:'..E\ ... s < > :i c: 11 TH 13DTO 2.::;.. 
._ .. _, 

"t··iUDGE:S RRE RL:::.o RUA I 
RANDOM 5TRGES THROUG 

2450 PR INT "GRt"'iE. \'OU i .. J ILL HRl.JE 
FROM 2 TO 5 NUDGE5 RT R TIME. YD 

24fi0 PP INT "COLUMN t··lUMBEi::: "" 1" " , 
""2"" OP ""::;;"" ·' TO NUDGE THE A 

PPR OPP IRTE COLUt"'iH. " 
24 70 PP INT " TO 5TOP .• PRE 
:::. :.:, :1110:: :: : : : 

24eO PPir-.ff "THE GRME MR\' BE TEi::'.M 
INATED RT ANY TIME BY PRESSING 

:: ':G)'= :: :: :: 

f·.JLIE 1
= 

.- • . i ,-,C' IF n.H<:.E·/$< >"C" THEN GOTO 24 

2500 RETUPN 
:3000 i:::EM . 
:3002 J=;:Et1 
:300e, ;:;'.EM 
3020 FOR N=l3 TO ii 
:30:30 HT 



4.000 
4002 
4004 
4010 
4-050 
4050 

LET H=H-1 
i ;::'"'T'" .- , .. ... ·, _,-, .. . , ·, 

! !"""'! •• ..,. .• -!"'"'"'! • • .J.. .' 

4110 IF R ( Nl =R(N+l l THEN G05UB 
500 
4120 
4400 
4410 

4570 
45;;:;0 

r·-jE><T r··i 
IF R>5:J THEN GOTO 5000 
IF R<l THEN GOTO 5000 

...... -. ·-:·1 •-1 .J.. 

PPINT RT r-1, 1_; " 00000" 

LET H=H+5 

... . 
Wm ... 
:iii .11 
=r- 'T' 

......... .... .... 
••• • •• .......... 

111= .... -. ) I ... I 
I ... I I I 

! .. _ .... _ .. ... 
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5200 
52i0 

5220 

::.:_;;\;'.It;:· 
5:310 
5:320 
[10 
5:::;;:::;;0 

5500 e.eieiz, 
e.010 

e.oe.0 
t:.i0:Z1 -. e.110 
-= 
e. 1:30 

i 
1=· 1.i+tL! 

PPFff 
PPir·.ff 

I r ;-, Tr. i7 
! 

i I . .._ .. 
e-i. /-• '- 11 .... 
-r-. .,....., I .... I ,_, .. 
!-... I I I , I ... 

i:::ANL> U5P 1E·514 
FDP H=:l. TD 10 
HE::<T H 
IF $ =" 5 " T HEN 21 
IF If-.i i·<.E\' $ < > "(;:;" THEH GOTO 5:3 

1'= ..... -. 

==• I I 
: I I 

5 ·-· 

..--. .. ... - .._ ... 
5 I I • • 
s-• I I 

I 
I 

I 
I 

.. 
! 

·-· ! 

.-. 
I I 
I I ·-· 

i 

I 



I I I 

I 
p 
I 
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REACTION 

This program is based on an old reaction test for pilots 
and bombadiers. In its original form, when computers 
were steam-powered, the test consisted of flashing lights 
and switches, controlled by tubes. The T/S 1000 has 
done away with all that. 

You'll see an interesting display on the screen at the 
start of the program, made up of the numbers 1 to 9 
down the left-hand side of the screen. A black bar finds 
its way down the screen, until it reaches the bottom, 
followed by a series of other bars. The aim of the test 
is to stop the bar as close to the top of the screen as 
possible, by pressing the number or letter that the bar 
is on. This may sound simple, but you'll soon discover 
that it is not. The score, shown at the top of the screen, 
fluctuates according to how fast you can get to the bar, 
so it's quite possible for the score to fall below zero. 
You can speed the whole thing up by adjusting the 
value of Nin line 110. When the score gets above 49, 
the test is terminated. Reaction comes from Nick Wil-
son. 
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10 REM REHCTION TEST 
11 REM NICK WILSON 
12 FR::·T 

·-''°+" 
40 
50 

I= l TD 20 

F=t=:: :: - - - :: ,; 
HE::<T ._: 
FRINT 
NE:X:T I 

60 LET (RND+26l+5 
E1 i HT e: ; 0 ,; •::=:c:c1F=:E = 
70 LET "·{ = :l 
: ·- ' FC:f:;: I=l TD 20 

LET \···=I 

:1 . ·=. 1: 
.i ·-' .: 

50 PT .. ·(+l_,,_i_; 11
-

1 '.;RT \···.1 ,_I_; 
:: 

LET r··i=0 
·=-.: ·-·•-f IF Ii-·W.E\' $-:: ::- "" THEH GOTO 150 

LET H $ = INi'<.E .. / $ 
LET f-.l=f-.i+l 
IF N=4 THEN GOTO 150 
IF R$="" THEN GOTO 

100 
110 
120 i::::;o 
200 
150 1e.o 

IF R$=CHR$ ! I+29l THEN GOTO 

i 7:21 ::;C:TC: e.0 
200 LET 5=5+(20-Il 

1:. 

·' 

205 IF 5::-=50 THEN STOP 
20e1 HT .. ·(+i _, ,J _; 11

---:: 

210 :..:;u ; u e.0 
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CHECKERS SEVEN 

This game is somewhat like checkers, except that it is 
played on a 7 x 7 board. The pieces move like checkers 
pieces-diagonally one square, jumping over an op-
ponent for a capture into an empty square beyond the 
opponent. The main differences from checkers, apart 
from the size of the board, are that pieces are able to 
move forward and backward at will-every piece can 
move like a king-and there are no multiple jumps. 
The T/S 1000 is the X's moving down the screen, and 
you are the O's. You move by entering the number of 
the square from which you are moving-entering the 
number along the left-hand edge first, then the number 
across the top, then pressing ENTER. The T/S 1000 
will keep track of the score, tell you before it moves 
the move it intends to make, and terminate the game 
as soon as one player manages to capture five of the 
opponent's pieces. 

5 ! ::-_:: - - - . · -' ., ,._' ,..._. 
•...:: '-' ._: '-' !-' 

40 :?.D5UE; 

90 



HT 0.: [1_; 

e.0;33 
e.0es INT AT .-, 1'"11. ,, 

:::.. .: \:,.l_: 

6087 PRINT RT 0,0; 
E·090 LET H ::f·.J:: =52 
·, _.; ·=· 
.1 

IF RBS (M-Nl=22 OR ABS 
THEN LET H((M+Nl/2l =26 

(t1-N 

6096 IF RBS !H-Nl=22 OR ABS !M-N 
l =18 THEN LET ME=ME+l 

7010 FOR R=76 TO 12 STEP -1 
7020 IF H!Rl <>61 THEN GOTO 7060 
7030 FOR B=l TO 4 
7032 IF AND B<3 THEN GOTO 7 
050 
7033 IF R>60 RND 6>2 THEN GOTO 7 
:Z115 e: 
7040 IF H::R+Z!Bl l=52 AND H(A+Ql = 
26 THEN GOTO 7070 
7050 t··{E:x:T 8 
70:50 t··lE><T R 
70e.5 :3c:Tc ?:::;:z-:0 
7070 LET H(A+Z(Bll=26 

7092 
70·::::::; 

i C°'"I 
!.....!..- ! 
i i=-r 
!.....!..- ! 

LET 
LET 
; C°'"I 
L....1.- ! 

H!Al=2E· 
H ::R+::;:::: =61 

IT=IT+1 
7100 
7:310 LET -..,.· =0 

LET ···( = .. ·( + l 
7330 LET K=INT (RND*66l+12 
7340 IF H ( !-<. l < ::- E· 1 RN[:· ·..,.-· < 100 THEN 

7350 IF H!Kl <>61 THEN GOTO 7460 
7360 FOR T=l TO 4 
7370 IF H(K+Z!Tll=26 THEN GOTO 7 
400 
7:3;;:;0 NE:x:T T 
7390 IF Y<70 THEN GOTO 7310 

::;DTD 74fi0 
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7400 
' 7410 

- - .. - · - · . - . H r: .. +L :. ! .l .i =l::l 
H i.. .. ·1 _.-.,:: 

! '· ... -:::. •_ : 

92 

-:: .; •1 i::' 
:' .. 
7417 ·-. . ··-;.,,.- ' '?° ,. ...,., 

! - !·-.:,;;.._ '. ! ,: 
-:: ,; .-•• t:&:=.- i ;;-,;.._; 
:' !""'. !- ! 

74e.0 _ 11 

i-.-ii:' . :: · Tl 
! ! !.- . .!. ! 

I:;-, 1 ;.., ;-;-
• .!.!"'! ! 

: : ·= ,-. ,-, 1 1 t=·= ' 
._1 '- · ,_, !""'. L- ._: . 

..., ,-,;:::::. ·=· . •• 
! ?""""!!..-: '-' ,: ..., ,-,;:::::. -=· . .. 
! !""""!!..-= ·-= .: 

:: . · ... · . :: ..., 
.: .• - .. _: ! 

"_; r-1E_;" 

J=70 TO 10 STEP -10 

i4G 

i i:'7 
1-!- ! 
i i:"I"' 
!--!-- ! 

LET 
j i:"1 
L-L... ! 

L>=H ( ._1+4 ) 
E=H ( ._i+5) 

IF IT=.:: 
Ti:' f..-ii::'-= 

! !!.--·-= 

LET 
LET 

,...,_ ,-;-.. 
.!. ! -"::...' 

li...i= r.1 
! ! !!- !"i 

THE N 

9020 [:= It-1 H :: 
[:1 It-1 Z :: 4 :: 

9030 FOR R=i TO gg 

PFIHT 
F'FINT 

"I l.-.!IN" 
,, .. /OU i.-.1 

9050 IF R>77 OR R=70 OR R=50 OR 
H=bd OR R=69 OR R=50 OR 
R=56 OR R=40 OR R=49 OR 
.. ---- ----:_:; :_! ! :_! :::::: '::i 
9055 IF R=30 OR R=36 OR R=39 OR 
R=20 OR R=26 OR R=29 OR R<11 THE ---- ----. . J.:iJ_i l u 



0 e. \?i LET H :: H ) = 2 :5 
9070 IF R=72 OR R=74 OP R=76 OP 
R=61 OR R=63 OR R=65 OP R=67 THE 

9080 IF R=21 OR R=23 OR R=25 OR 
R=27 OR R=12 OR A=l4 OP R=l6 THE 

LET H ::H:: =52 
9090 t··4E>::T H 
9100 LET Z ! l l =-11 
·;t 1 i 0 LET Z ( 2 :: = - ·;i 

12 0 LET Z ( ::=; :: = 11 
·; 1:30 LET Z ( 4:: =·;: 
·; 140 

I MOU ED FROM 45 TO 

SCORES : YUU : 2 ME: 

; ·x: 7 e .· : :=. 6 
5 ; . .... :': 5 
4 .: ::i .. 4 
.:;; ; D .· ·- · 
2 •] Ci 2 
1 - .· .• .' 1 --· ·'i .-• • •• "' - i:-, 

..!.. i::. ._. ·-· ·-· :· 

:34 
., 
.J.. 
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BETWEEN THE STARS 

When the delights of Earth begin to pall, you may hun-
ger to soar into darkest space. You have been given 
responsibility for the security of a cube of space, mea-
suring 10 x 10 x 10. The Terran Federation, sparing 
no expense in the defense of Earth, has provided you 
with a spaceship equipped with a T/S 1000 as its on-
board computer. Now it is your turn to guard the space 
Janes. 

There are a lot of things demanding your attention. 
Your position within the cube is given by the three co-
ordinates under the line SHIP IS CRUISING AT THE 
CO-ORDINATES: The first co-ordinate is your posi-
tion north/south (with lower numbers to the south), the 
second is your position across the cube-i.e., east/west-
and the third is your position within the cube (forward/ 
back). You can see that the ability to visualize in three 
dimensions is useful. 

The alien craft is moving very slowly within the 
cube, but although you know, at all times, its direction 
from you, you do not know how far away it is. You have 
to hit it as many times as you · can before the time 
counter decrements to zero, and without colliding with 
the alien craft. Running out of energy will also ter-
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minate the game. You will know you are close enough 
to fire when the computer reports that the alien ship 
is firing at you. Every hit decrements your energy sup-
ply rather drastically. 

The game is simple to play, despite the bewildering 
amount of input the program is giving you. You just 
touch the key which refers to the direction you want 
to move: N, S, E, or W to move north, south, east, or 
west, A to advance, R to retreat; and L to fire your 
laser at the alien ship. If, for example, you know the 
ship is to the north, you can just hold down the N key 
until you move onto· the same north/south.plane as the 
ship, then test for proximity by firing. 

You'll find that the program will teach you how to 
play the game. Just keep in mind that you have to get 
as close as possible to the alien ship to fire, and that 
your task is to get as many on your "tally" as possible 
before the game ends. 

Between the Stars was written by Roger Macintyre. 

10 REM BETWEEN THE STARS 
20 REM BY ROGER MACINTYRE 
:::;:z; ::;e::=·UE; lD?C1 
4 [1 :?. D :== iJ E; ;=; G :J 

IF L<0 THEN GOTO 500 

90 HT 1e .: 2 ,; =· r .. .: E ,I 5 ,: i .. J .: ( L) A 
:::.Ei:;:" ''" '' ( R :: D'.)Rf'.jCE" ( i:;:) ETi:::ERT '' 

i 

i 

1. 

100 · LET L = 

140 

15[1 

170 

If'·fr:.E"/ $ ="" THEH GOTD 120 
IF If'·H<.E"/ $ =" L" THEH GOSUE; 32 
IF $ = t··4 II THEN 

IF !"•. !-... ! $ = ;=, .. THE N LET :x: = ::a:: + 
It .. L.·"t::'' ... = c:' :: T HE N LET ·."(· = '•( + -· ! ··.!.- :;! '-

Ti:' -· ···-·. $ i.-.i " T HE LET '{. "( .... , .... .._ .... = = -..L. ... ! · .. !.- : 
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IF If-.W.E .. /$="R" THEN Z=Z+ 
1 

PRir-·ff RT 5 ·' 0_; 5$ ,-.. -. ·= i i -=· .:: .-.• 
1_:: '-' ·-' '-' 1...1 

210 IF RND>0.5 THEN GOTO 40 
240 LET R=R+INT !!RND*3l-!RND*3 

) ) 
250 IF R<l THEN LET R=l 
255 IF R>10 THEN LET R=10 
260 LET 8=8=INT C!RND*3l-!RND*3 

::::;40 
4;=;0 

4e:3 
4e5 
4'30 
500 

IF 8>10 THEN LET B=l0 
IF 8<1 THEN LET B=l 
IF RND>0.5 THEN GOTO 40 
LET C=INT CCRND*3l-!RND*3ll 
IF C<l THEN LET C=1 
IF C>10 THEN LET C=10 

REM ** FIRE LRSER ** 
Lt:; L=L-0:75 
!=:;:::'. HT :l .: B _; 
LET T=T+l 
FD;:;: ._! = l TD 51Z! 

>::T ,_i 
HT :l .: 0 _; T $ 

!=1 h•Tt·.JT 
ri-.j-f TRB ::::; .: "• TERt-1 n--1AT IOr·-i 

f::p 

555 PRir-.ff RT 10, G _; "Et··1ERG\' LEFT 
1J " ; L .: " ERG 5 

560 IF L<=0 THEN PRINT 
ENERGY 8RNK5 EMPTY 
570 ::::TC!F' 
seei 

F'F='. '' l .. JE HHi.)E CC!LL IC:iE[:i l .. .i IT 
H THE".: TR8 E; "RLIEH 5HIP " 

e. 10 :5TC:F· 
520 REM ** ALIENS SHOOT ** 
530 IF RB5 CR-Xl >3 OR RB5 !B-Yl 

>3 OR RBS !C-Zl >3 THEN RETURN 
550 IF RND>G.75 THEN RETURN 



GOTO 77:ZI 
AL IEt·4 FIRE 

730 IF L<=0 THEN GOTO 500 
740 FOR J=l TO 50 
7 e. 0 F.'. ET L! 
770 PR Fff RT 1 .' 0 .: "1111111 ALIEN 

FIPE MI5:=.Et:, lililll" 
780 FOR J=l TO 50 

f·.JE:x:T ._i 
792 PRINT RT 1,0;T$ 

RETURr··i 
REM ** PRINT OUT ** 

. : : 

·' 

: : . ....... : : 
.: ! .I :: ,; z 

940 IF R=X RND B=Y AND C=Z THEN 
:?.C:TC: 5i=i0 

•• "•••".;AT 5.,o.; "•• 
PP!f-.ff AT 5 .' 0.: "ALIEH CPAFT I 

5 t'"iCi!.) :: 
970 IF H<>X OR B<>Y THEN PRINT 

"TO THE 
IF 
IF 

i:J[10 IF 
i010 IF 
:l.020 IF 

:: 

H 
R 
E; 
8 c 
·-· 

·' .::: THEt··J 
>::: THEr··i 
.. ( THEr·4 
.. ( THEr··i 

=Z THEr··l 
'7 
.i.... ? ! !!....!.., 

PR It-ff " t·WRTH" ·' pi:;: INT " 50UTH " 
PJ=;:Hff " ER5T :: ·' PP I HT " i .. JEE·T " " PPHff " OF UE· :: 

PJ=;:Hff " 8EH H4C:, 

10 4 0 IF C < Z THE r·.j PP I NT " IN FR 0 
T OF U5'' 
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:1070 
i :J ·:i 0 
ii00 
i110 
1140 
1150 
11e.0 
1170 
:l.1e0 
11 130 

;:;:EM 
i e-r 

LET 
i C'j"' 
L...L... ! 

LET 
LET 
i c,-
1....1.... ! 

LET 
LET 
LET 
LET 

LET 

** INITIALIZE ** 
L = ( 10) + i 
T=:Z: 
TI=35 
A=P +1 
E<=P +1 
C=P ::PND*10 +1 
>::=P ::PND*lO +1 
\'=P +1 
Z=P q::;:ND*lO +1 
::'.$=" 

T$=" 

1200 FOP J=0 TO 

1210 PLOT ._: ·' 4-:3 
1220 t··lE :x:T ._i 
1230 FOR J=:J TO 4 
1240 PLOT 0 ·' ._i 
1250 PLOT fi:3, ._i 
1260 HE:x:T ._i 
1270 RETUPH 



DRAGON'S GOLD 

The aim of Dragon's Gold is simple: to accumulate as 
much gold as possible, while wandering through a com-
plex maze of tunnels, caves, and doors, and to avoid the 
dragon and mineshafts. You enter A to move ahead, L 
to move left, or R to move right. Entering a space before 
pressing ENTER will cause the game to stop. Dragon's 
Gold was written by D. C. Owen. 

_ ;'.E t-i 
:::'. 

·-' 

;:::" ·1 
·-' ...!... 

._. ,_, 
57 

·= ,-.,,,-,; ; 

- - - - .. :=·L!-i'.ULL 

·= .-·l:1-1i : ._: ·-· :r. ,_ , !..._ .!__ 

Ci:' ·= 1-·l:1-1i i 
'- ' ._: ._: ·-· !"'"'. ·-· !..._ !...... 

'-' ,_, 

70 r:l1Tf..i-. ,-. · 
r !""" • ! •..:: ·' 

HHi._JE: _=: 

- - . - .. i_:o;ULL:: · · 
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:120 ::;c:::::UE; 1000 
:l.25 LET E;$=H$ 
·i .-, -, ·= ,-. I: ,- , i ; 
..:..:::.. :· ._: 1_·!""1.'-'!.....!..... 

:l.45 
,-. ,-, ·= i i ;:. .; .. ,;; ,-:; 

..!..':I:..'';;..' '::.' 

:l.50 LET L$=H$ 
155 PP IHT "Fir··iD OH THE RIGHT .L·-· 

!"""! .: 

:160 
:l.65 
170 
·1 .., .; 
.L :" .J.,. 

T Ti] 
l /:_;; 
:l.74 

1es 

• - •. =iii:· 

210 

220 

2:30 ,-,.= i iC:· ._ .. 
240 

250 

L.ET R$=H$ ·= .-. 11 .-. i i 
._:•-· !"".'-'!.....!..... ·= .- . 1:1-.i i 
·-''-·!'""".'-'!.....!..... 

,-.. - , .-:. :: •..:i•_•: 
·=1-·l11-1i i 
._ : ·-· !'""". ·-· 1- !..... ·= .-·r:,-,j ; 
·-''-· !'""".'-'!.....!..... 

l:l1Ti-.i7 ::r, :!"'"' . ..!..!"'! ! !""". -

UT $ - -- -.. :=, :_:r.: ULL ·= ,-.1:1-.i i 
._: ·-· !'""". ·-· !..... !.-
TC- i.: ,.r_:: ,-,:: 
..!..! ! ... :p - !"""! 

2000 
Ii:' i.: t'F - :: ;-, : : 
..!..! !""' . 

-- ... ··- .. l.r" !\$=··;..'.·· 

IF t-::.$=' Fi" 
4000 
Ti::' ;..· ..F_::; :: 
..!..! !.._. 4:z,0e 
IF 
4002 

L.EFT" 

RIGHT" 

Ht .. JO E $ = "[:· 

Hf"lD p $ = :: [:1 

HNL:· E $ = 11-r 
I 

Hf"iD L $ = ::T 
! 

Pt··lC:· p $ = "T 
P t··4C:- E; $ = " c: 

L$ = " ,-. 

Ht·-4[:1 F $ = " c 

REM ************** 

" THEt"l 
:: THEN 
" THEN 
:: THEN 
:: THEN 
" THEN 
" THEt··l 
" THEN 

,-. 
'-" 

1:; 
,-. 
'-" 

:; 

::; 

::; 

:; 

::; 

GOTO 1000+INT CPND*3+1l*100 :: r:::oc:;:;: II 
i i:'"T"' ,-,,.._::I·.:: 
L-!..... I !"""'t :;::! - !...·" 
r:C'"'T"'i ir:r.i 
!""'.!.- ! '-'!""'.! "'! 

P;:;'.INT '' TUt··Jt .. iEL '' 
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.; ·'":··i '""' ..!..·-' ..!..'::..' 

LET A$="T" 
f=:: ET:_; f=:: 
i=' Ir4T : ' C:H !.) En 
LET H$=::c:=: 

* * * * * * * * * * * * * * * * GOTO 2000+INT !RND*4+1l*100 
PRH·ff "IT I5 LlJCt<.ED. r-11]\_.!E 0 

t·-i'' 
21 :lG 
2200 
2210 

LET (i = 

:5 IN HEPE" 

: : ,...,.. 
..!.. ! 

<::2:..:0 \::.i LET G=G+C:: 
2240 FETURr .. ; 

l:l:•r.i-r ::.-ui:"Ori:" 
!!!i_!""".L 

.. ·(c1:_:· 
.-, ·'":· 17'. i:" ·= .-. ;-, ,-. i i 
i::.. ._: "-' ._: ._: ·-· !""". ,_ , !-.. i-

2 :::: lC1 '' 
It)E = '' ·= .-.;-,,-,; i 

._: '-· :-. ,_, !.- i-

I5 A LRi<.E HERE 

2:2•?0 IF CCDE ( C $) <>CODE ' '\' '' THEt··l 

2380 LET K=INT (RND*3l+l 

5 c:F ::?.C:LL> '' 

t)HTEL\··· .: ···(C1U HH 1.)E :: .-, ·'":· ·=· ·=· ·= ,-. I:,-, i i :::. ._: ._, ._, ._: ·-· !""". ·-· !-. i-

<·.I:,-,; : i-.ii:"<-. 
!...··:-.:_••.•.'! "-!!-!-•': = = 

:..:; ·::: '== :::: T C1 F· 

2405 
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.-. ... ·i t=' ·= .-. ,, ,-, ; ; 
"+ ..L. ._: ._: ·-· !'""'. ,_. !..... !..... 

·= .-. .-,,-,; i 
._: ·-· !'""'. ·-· !- !..... 

··:::;::;'. IT i ... JILL EAT .. ·(C1i_1 :• 
2440 
2450 

FD;:;: ._! = l TD 20 

2475 

·= ·-. .-,,-,; ; 
._: ·-· !'""'. '-' !- !..... 

- - - - .. ·-1 "I<< ll I 

._: ·-· !'""'. ·-· !..... !..... 

2450 !F :3 > THEt··J -· ·-· ·-· . .. t:.Nl_!:_i:.,:;!! · · .-, ... ·=· ;::' ·= .-. :: .-, i ; 
c. "-!-- ·-· ·-· ·- · ·-· !""'. ·-· !- !..... 

1--, r1 T;.. IT 
!""'. _.!"-!I 

C · "· .• ··1 : 
!-,• ! 

11\·-'0U HFfi.)E 

.-, .... -, • >=' .-. .· ;,..· 
:::. "+ =" '.::..' ..!.. ! '..:' ·.. ··. Pf:;:If-.1T '', , • E;UT \' . 
DU . ...-T GOT:: 
.-, .oi ,-, ;:::' ·= ,-. I: ,-, I i c. "+ =- ._: ·-' ·-· :-. ,_. !.... !..... 

2500 IF :::; < THEf-.j FP Hff "Ef"·lCUGH. , ·= ,-, ;::.· .... · >=' ;::.· .••. • t=' ': . ;::'i-. il·. = ._,,_, !-' ! !..... !-' ! !..... .: !.._! "-t!...·" 

2510 LET :?. 

2999 PEM ************ 
3000 PEM ** TUNNEL ** 
3010 IF PND>0,85 THEN RETUPN 

! ._,,_. HA 1 • .JE E5C:AF'E[:· '' 

i:;:Et-i ************ --·. - -· ·-* f- L'.H!._.!t:. ± -t 4000 
4005 
4010 GOTO 4000+INT CPND+3+ll *100 

Fi::;: It·.ff "THE CP.i._.!E r::;. Et-1PT"/, " 
4105 
4110 
4120 
4200 
4210 

- -- - . . ·- r "I <f I I I 
·-' ·-· !"'"". ,_. !.... !..... 

. - -- ----· . • 'I'.• l"I - ·-1 " I :1 I I I 

'+ c. ..!.. ·-' ·-' ·- · !""'. ·-· !.... !..... 

5TC:;:;:E :: 

4305 ... '+·-'"'-' ;" 

IF Pr··iC: > 0, THEH 
FOP H=l TO 24 - -- -· . :=,:_:;-.:ULL 

4:310 ::DH 

102 

:?.OTC• 4400 



.1 ·1 i:' *·-=..1. ·-· 
4::;;20 
4::;;:30 
... i.p._ •. _, ._ , 

4:340 
·= ,-.•.. -.i i 

.:.-.• ,,-,j i 

._: ·-· !""' •• _, !.... !.-

4350 F'PF.ff "IT IE R 
... *-·-· ·- ··- ' 
4:3e.0 
4:3?0 
4400 
4 4 C5 
AC· ;: 
4407 
4410 

- - - - · . 
F'PINT "\'DU AJ=;:E DEAD " 

PP If-.ff "THEFE RPE NO I5E5 AHE 
·= .-.•. ,-.; j 

·-· ·-· f"'I. ·-· !.- !.-
FPF.ff " DD \'DU ·1 .• JRNT TD I NUE5 

4420 i'<. $ 
44::;;0 IF CODE $:: > CDC:·E ,,...,_ .. ' ' THEN P 

103 



HIT IT 

Seven boxes appear at the top of the screen, numbered 
(rather logically, one would think) from 1 to 7. The 
message GET READY flashes for a couple of seconds, 
and then vanishes. Following a random delay, a black 
square appears in one of the boxes. You have just over 
a second to hit the corresponding number's key. (To 
make it easier, change the 20 in line 130 to a bigger 
number.) · 

If you got the number right, the message HIT IT ... 
will appear. If you failed, you'll either get TOO LATE 
if you took too long, or WRONG if you were wrong. 
Keep watching, because another number will soon ap-
pear. We suggest you plan to take the best of, say, five 
games, and keep a tally of which player gets the most 
points. The graphics in the program are: 

Line 17: E7R 
Line 26: 5 B 
Line 40: W 6 Q 
Line 100: space 
Lines 12 to 45 print and number the seven boxes, 

while lines 46 to 70 flash the GET READY message. 
The .box is chosen and printed by the routine from 90, 
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and lines 140 to 165 choose the correct message to dis-
play. Hit It was written by Nick Wilson. 

:10 j:;:Et1 H IT IT 
11 REM NICK WILSON 
12 P R It-ff " 

1:3 
15 

., ..... 

:l.E1 I=l TD 7 
1? F='F:: ::,.., :I _; 
1 :=; I 
20 : : 

I=l TC 7 
PFUt·.ff "I I " _; 
t··lE>::T I 
PRIHT " 

70 t··J E:x:T I 
75 LET C:=0 

2 

;30 pi:;: It-.ff RT 10 . 10; " 
90 LET W=INT +1 
91 FOR I=l TO CRND*30l 

HE:x:T I 

4 

100 HT ,: (i .. J*:3) +i .. .J-1 .: 119 :: 
110 LET RS=INKEY$ 
120 LET C=C+i 
130 IF C=20 THEN GOTO 210 
140 IF R$="" THEN GOTO 110 

5 

150 IF CODE A$<CODE "1 " OP CODE 
R$::-CODE "? " THEN GOTO 2:30 
160 IF UAL R$=W THEN PRINT AT 1 

0 .i 10 ,; : = HIT IT = = • : : 
165 IF UAL R$< >W THEN GOTO 230 
170 FOR I=l TO 30 
1;30 NE::<T I 
190 PRINT RT 0,0; 
200 j:;'.Lit-.J 
210 pi:;: INT RT 10 .• 10_; "TOO LRTE." 
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106 

215 PRINT RT 0,0; 
220 FUt·-j 

l:i"""1Tr.i"'i"'" 
: !""' • ...!..!."! ! 
;-, ;-, . ;.. ;-;-
?""" :" • ..!.. ! '"! ! 



TIC TAC TOE 

I guess there is no need to tell you how to play this 
game. You and the computer take it in turns, trying 
to get three O's or three X's in a row. Unlike many 
computer versions of the game, this program allows 
you to win now and then. Most of the computer Tic Tac 
Toe games are unbeatable, with a draw being the best 
you can do. 

You move by entering the number of the square into 
which you want to move. You enter your move first, 
and the computer will ignore you if you do not enter 5 
as your first move, the center square. 

This version of the game is capable of handling over 
40,000 developments of Tic Tac Toe, about an eighth 
of the possible games which can occur. 

1 REM TIC TRC TOE 
2 REM ADAPTED T HARTNELL 
3 REM FROM ZX80 PROGRAM 
4 REM BY STUART ROBERTS 

10 L)It1 
20 L)IM F' 
:30 FOR A=l TO 9 
40 LET b :.H .: =H 
50 NE:x:T R 
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110 PRINT RT 5,0; 
120 H=l. TC ·; 
130 IF R=X THEN GOSUB 770 
140 IF B!RJ =0 THEN GOTO 400 

IF B!Rl =10 THEN GOTO 430 
170 r.!i:'··-··t ,-, 

! ·; !.... .. - •. : !; 

210 IF E=;5 
215 IF !- -'-' 

220 IF G)=5 

TH 
TH Et .. 
TH 

i.?DTD 4e:O 
FFINT 
i?.OTO '370 
Ff=;'.Hff " ITS AD 

225 IF ,-, -=-1.::.· -·-' TH 
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2:30 Z 

250 LET Ci=G:l+l 
IF Z=ll THEN GOTO 300 
LET =l 
- -- - - - -:,:.:_:; :_1 
i t::'"T"' -=· ,·-=- ·, - ·i ,..,, 
!....!.... ! !....' ···-'.' 

H =C: TD [:: 
330 IF B!RJ =R THEN LET B!RJ =10 

t··JE><T A 
GOTO 90 

370 IF B!5J =5 THEN GOTO 300 

4 :30 :: ::< :: 
4 4 0 LET F= ( P: ) = 4 
450 :3DTCi 170 
4E1 0 LET H =;=; i0 
4- LET :3 =0 
4e:z:1 
500 
510 

i i::"-;- ,-. - -i 
1....!-! 
; t::'-;- •·. - ,-, 
l-1.... ! l ..... - =-
LET 

520 LET C: =:3 



e:OO 

e:20 
e::30 
e,40 
:550 e:e.0 
e:70 
t:;=i0 
t: 130 
700 
710 
720 
?::;;0 
740 

LET C:1 =7 
LET F=:l 

i t::'l"' .-. -·-: 
!....!- ! ·-· -::. 
LET f)=;3 

LET C=l 
LET C:= =? 

LET D =f, - - - . ·- . . : · 11·-11a.-· -! ! 
i t::'""r .-. _-, 
!-!.... ! 1_. - :· 

LET i:> =·; 
,-.1- 1·= iii:· u 

! ! 

LET ::; :::; + l 
750 IF G=5 THEN GOTO 90 

770 i t::''i"" ··-··-· .•. ·• ·-=· 
L..!.... ! .·•·. -.···. "'!9·-' 

LET E=O 

?e0 
790 
;;:;00 
;;:;i:J 
;::;20 
5:30 
;540 
E:50 
;;:;e.o 
;;:;70 
;;:;;;:;0 
e130 
'300 
·;10 
·;20 

LET E=E+;::' ( H) 
LET H=H+F 

I E -·-=· ! - ·-' 
T F .-. 
-'- -Ii:.' 
T F E =e ..L 
T F .-. = l ..L .,. F E _.-. 
-'- -,::. .,. F G -·-1 ..L 

'- -·-· T F .-. 
-'-
IF E = ., -'-

1350 
1370 
·;;::;0 

THE[·.j GOTO 
THEt·.j FETUf:;:t-.j 

c;:::T1] :320 
THEt··i i:;:ETUPN 
THEf·.4 (?.DTD J20 
THEr"i f:;'ETUPH 

i:?.OTC: :320 
THEN FETUPN 
OP E=4 THEN GOTO 370 

"'tOO lHN 

PP INT "DO "/OU i .. .! RNT 
GHt·iE"? '' : : I: ::"·( '' 
10(10 
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110 

1005 .-.; ·= 
1010 IF THEN RUN 

;=:p 
1210 PRINT ··uK, THRNKS FOR PLRYI 

4 5 e. 
7 11 '3 

4 u t:· 

., .-, 
:::. ·-' 

c 2 ·-' 



- 3 
n 6 w 

-

n ( u 

- 0 ' ' 
c ! 

i 2 3 

5 6 

2 -

4 5 6 

7 B g 
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MUSIC(?) 

This program is called Music (?) because certain mu-
sicians may claim the definition of music is not wide 
enough to stretch to the output of the computer in this 
program. 

The sound, which can be quite musical, is produced 
through the television speaker. You may have to tune 
the TV slightly off optimum position for the picture 
to hear the sound at its best. 

This program, by Tim Hartnell, produces music at 
random, with a particular note being produced by each 
of the Z loops. For additional notes, of different pitches, 
all you need to do is add extra subroutines at the end, 
and modify line 18 to allow for them. 

Notice how line 18 takes the place of the ON ... GOTO 
command available in many dialects of BASIC. Line 
18 takes the place of all of the following lines: 

IF K = 5 THEN GOTO 220 
IF K = 4 THEN GOTO 180 
IF K = 3 THEN GOTO 140 
IF K = 2 THEN GOTO 100 
IF K = 1 THEN GOTO 60 
IF K = 0 THEN GOTO 20 
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You should keep this programming technique in mind 
when you are getting short of memory. Tim Hartnell's 
program is followed by a "Shortened version of it by Ken 
Mahogany. 

'· '-· ·' 
f.-t-iU:=: IC: ( ·""?· :: * 

lb LET K=INT !PND*6l 
17 REM NOTE HOW NEXT LINE 
18 GOTO !220 PND K=5l+!l80 AND 

K=4l+(2Q RND K=0l +!60 RND K=ll+ 

20 
.i '+'::...; 

50 
55 

•: I .'I 
..!..'::...''::...= 

i-.!i:'"·-·'I """7 

IF RND>.5 THEN RUN 
:5L:]l_.J 
IF RND>.5 THEN PUN 
;::.-.1: """7-·i 
! '-'!""" . .::......-.J.. 

120 FH:=:T 
:I.::::; :J r··l E >::T Z 
1:35 
140 

·i -::;:: 
:' ._: 

200 
210 
215 

240 
250 

IF RND>.5 THEN PUN 
TD llZ! * ( Pt·-J[:: +eG) 

IF RND>.5 THEN RUN 

FH5T 
f·.JE>::T Z 
IF PND>.5 THEN PUN 
FOR Z=l TO 10*1RND*B0l ·= i ,-:ii 

--
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t .-..• 
'· ·-· .1 

20 FOR Z=i TO RND*60 

50 Z 
60 FOR Z=i TO RND*60 

100 
i10 
120 

·= i 1-:i i ._:1-.1_:1.-.i 

t··4E>::T Z 
FCn·:;'. Z =l 
·=i I-Iii ._:!....1_:1.-.1 

FA:5T 
1:30 Z 

..... -, 
! 1_1 

140 FOR Z=i TO RND*60 
150 
1e.0 



ETCHASKETCH 

This tightly written program allows you to use the 5, 
6, 7, and 8 keys to move the PLOT blob around the 
screen, drawing pictures of your choice. 

Once you've got it running, try and modify it to give 
you a choice of starting position, and/or to "turn off' 
the blob from time to time to move it to a new position 
on the screen without leaving a trail. 

I 
i 
I 

i ; 

;; 

I .. 

-
5 
i 
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= I 
• I I = I = -= = 

= 
= ! 

I i = 

lG LET A :!)HL :: l 1
1 

:30 LET 
40 IF H$== = := THEt··J 1?.DTD :30 
e.0 LET H=H+ ::Hs== 1 7 11

:: - (H$=::ef: : ) 
70 LET E;=E;+ (H$=: 1 e:i) - (H$=::5: 1

:: 

ea 8 .: H 
100 G;C:TC: :30 



LIFE 

The game of Life was invented by John Conway of Cam-
bridge University, England, in October 1970. It sim-
ulates the birth, death, and growth of cells in a closed 
colony. 

Before the state of a cell for the "next generation" 
(a generation is a complete check and reprint of the 
grid upon which the colony lives) is determined, it must 
be compared with the eight surrounding cells. If there 
are two or three occupied cells around the one being 
checked, and the one being checked is occupied, there 
is no change; it survives till the next generation. If 
there are three and only three occupied cells, and the 
cell being checked is empty, a cell is "born" there in 
the next generation. If there are four or more neighbors, 
the cell being checked "dies"-that is, is emptied in the 
next generation. 

That is almost all the information you need to con-
struct a game of Life from first principles. There is just 
one more thing-the rules are applied all over the grid 
at once, so you need one array to hold the current gen-
eration, and another to hold the new generation, so that 
changes for the next generation do not affect cells which 
have not yet been checked in the present generation. 
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Set up a 10 x 10 grid, and try and work out a program 
to (a) place some cells on it; (b) check each of these cells 
in turn in accord with Conway's laws, and then update 
a reference array; (c) copy the reference array into a 
"printout" array; and (d) print out the colony and start 
again. 

Here's one way of doing it, which uses two "data" 
statements in the form of strings which are accessed 
element by element. A$ in line 30 contains information 
regarding the numerical relationship of cells to each 
other (e.g., + 1 is one to the right, -1 is one to the left, 
and so on). A$ in line 90 is the position of the starting 
cells, when the grid is numbered 1 to 100. Line 30 
contains the following: minus sign, plus sign, equals 
sign, pound sign, graphic from the S key, graphic from 
the 2 key, graphic from the 1 key, space. 

Note that there is a comma after the last element 
within A$ in line 90. This is needed for the "data" 
routine to work. 

Other starting colonies you can try: 
Beehive: 45,45,46,64, 65,66, 74, 76,85 
Cross:43,47,54, 56,65, 74, 76,83,87 
Mobius: 23,24,25,33,34,35,43,44,45,56,57 ,58,66,67, 

68,76,77,78 
Russian: 33,34,35,36,37 ,38,4 7 ,56,65, 7 4,83,84,85,86. 

87,88 
Flame: 16,26,36,46,51,52,53,54,55,56,57,58,59,66,76, 

86,96 
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50 LET ECPl =CODE R$CRl-11 
ti0 t··JE>::T H 
70 C:1 It1 H :: 120 .: 
;::;:J i) IM L. ( 120 l 



·:io LET H $ = :: e,4 .: 55 .1 e:5 ·' 75 ·' 7e1 .: 4E· .I 5 e .. : ?E: .: i3e . . : :: 
100 FOP R=l TO LEN R$ STEP 3 
110 LET R!URL R$ 1R TO R+lll=i 
120 LET LCURL R$CR TO R+ll l =1 
1 :30 H 
140 LET GENEPRTIDN=0 
150 c;c:Te: :::; 10 

LET GENEPRTION=GENERRTION+i 
170 
1;;30 

240 

LET H=0 
t= ,-, i-: I - ·i I ,-, ·=· 
! '-'!'""'. ! -..!.. ! ,_, ,_: 

H=H+R!F+E CTl) ··-··- -c ."r:. ! ! 
IF R!FJ =i RND H<>3 RND 

TH LET L :: F) =0 
250 IF R!Fl=O RND H=3 THE N . · -· .. L i_ r .: =l 

270 f-.lE>::T U 
275 ·=l .-: ii ._:L.. •_ :._ .. _. 

280 FOR M=i TO 100 
:300 

_; 
400 FOP G=i TO 100 
4-i0 f·.JE::<T 
420 FH :=·T 
4:30 

w .· · . . -1 
! ! · .. . ·' c. 

i i:'I 
L..L.. ! 
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= • = • = = ll 

= • 

= = Ii = • = = ii 

2 

= = • = ll 

= Ii 

= 

= = = • = = • • 
= = = 

= 
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GEi'·iERHT ION 4 

• = = 

• • • 

= • • 

• • • 

ION 0 

• = • • • • • • 

ION 1 

• = • 
• • = = • • 

• • • • • • = • • • 
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IDt··J ::;; 

= = • = = • 
= • = = • • 

= = • = • = • = = • • 

IOt··J 5 

= = = • 
= = • • 

= = • • 
= = • • 

IDt··J e: 
= = • = • = • = • 

I: = = • • • 
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= = • = = • = = • 

= = = • = • = = • • 

GfJ.iEF::PT IDH 2 

= = • = = • = • = = • = = • 

= = • 
= • = • 
= • 

= • = 
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TEN BY 

Tenby is a relatively simple gambling game played with 
two dice, based on craps. To play, you roll two dice and 
add up their pips. If you roll a seven or an eleven on 
the first roll it is called a "natural," and you win, ending 
that round. Rolling a two, three, or twelve on the first 
roll is a disaster-the round ends immediately. Rolling 
four, five, six, eight, nine, or ten on the fir!'lt roll be-
comes your "point." The aim of the game-assuming 
it has not ended with the first roll-is to roll your point 
again before you throw a seven. 

The program keeps a tally of your wins and losses. 
If you like, you can modify the game to allow for bet-
ting, either with one player, the player and the com-
puter, or two players. The percentage "ahead" you are 
is shown. If this is a negative number you are-need-
less to say-behind, rather than ahead. 

i G FEr-1 8" '•( 
2 0 i c=-. :.:. !.-!.-! -'::..' 

::;;0 i i::'I'" =0 !.-!.- ! !..... 

40 i >= ..... -'"":'" .. -'::..' 
50 LET - :l.,:i + -
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7 5 IF L > 0 THE H Ff:;'. I NT AT 2 0 -' 0 ,; " 
..,(C1U H;:;'.E HHEPD s···( =, _; INT ( ( i .• J -L) * 10 
00 . ...-L.) ./ i0 ,; :: :I 

90 IF R=? OP R=ll THEN GOTO 33 
100 IF R=2 OP R=3 OR R=12 THEN 

GOTO 
110 
:120 

140 
150 
1 :50 
..i. :' 

1e0 

. -- - -Lt:. ! · 

IF i?.OTD 
IF H =7 TH i?.DTD 
FDF:: T=l TC 5G 
r . !i:''·-·"I I 
!";L-. .. - ·. ! ! - -- - - - -I ' I I I 11 "I ·.·1., 
1..,:=1_1 ! 1_1 

220 HT 0 ,: 0 _; 11 

:: 

230 LET R=INT CRND*6+1 l +INT !RN 

240 FOP T=1 TO 50 

2?0 
330 FOR T=1 TO 20 

._:·-''+-

PT 7 .: e.; =i···t Oi_! 
PT 7 .= ;=;_; =

1 
.. ·t"DLl 

T 
j i:"'°T9 i l-i i I •i 
L-L-. ! '.-.: -1.-.: 

T=l TC 20 
F:;:;'. AT ? .: e _; ;;·.·(C:i_! 

AT ? .: e_; 11 
.. ·(Df_i 

t··JE::a::T T 
LET L=L+l 

370 FOR T=1 TO 100 
::=;e;zt t··4E><T T 
:::; 0 :_: L :=, 
400 ::;OTC 50 

i .. .!IN'' 
l!IBJ" 
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BATTLE 

This program by Chris Callender places you on a check-
erboard measuring 9 x 8, in which you move diago-
nally, and capture by landing on top of an opponent. 
There are no multiple jumps. 

The computer will have the first move in each game, 
and the aim of the Battle is to capture six of your op-
ponent's pieces before he, she, or it manages to do so 
with your pieces. 

You're playing from the bottom of the screen (0) and 
the computer from the top (X). You move by entering 
the number down the side relating to the square you're 
moving from, and the square across the top or bottom, 
as a single two-digit number, then-after pressing 
NEWLINE-the two-digit number representing the 
square you're moving to. Illegal moves will be rejected. 
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l:J LET 
20 LET 
JiZ: LET 
40 LET 

115 
·1 ·17 
120 
125 

.. ·-·-.J..·-'·-= 
140 
·i .oi ·i 
...i..'+..:.. 

150 
·i t:'i::' 
.J.. ·-'·-: 

; '- I 
1-L- ! 
i:"1-1i"": 
! '-'!""'. 
LET 5$!R,Bl =C$CB TO 
t··4E>::T E; 

H 
IF RND>.5 THEN GOTO 
LET :::1$ ::5 .: 5:: =:i::•:: 11 
j i:'"I •= W i i:° -:: 0

1 - I I : : 
!.....!.... ! ._: •. ·-· .: :' ·' -,-.. -. ·= i i i:· .; ·i .'7-o ·-=- ·-· ·-= ·-· .l... ._: "::..' 

i ·i ·, 
'· .J.. .1 

150 

..:.. ·-· :· IF C5=E· THEN PF INT ''I i.-.IIN 

.-;.:: 

INT PT 15 , :J; "FFDt-1·-::·" 

167 LET P=INT (MOUE/l0l 
LET B=MOVE-10*R 

l 70 t-iD!.)E 
1 71 PR If·.ff PT l 5 , 0 ; " 

172 LET C=INT !MOUE/l0l 
·i -::c-.l... :" ._: LET [:: =t1C:i._.!E -10 *c: 
1;::;0 IF RB:5 !R-Cl < >l OR AE;5 

GOTO 160 
CB-D 

IF :5$ ::c:+1:: ([::+1) =1
'::-::

11 LE 
T H:::,=H5+1 

245 IF H5=E· THEt"l PFINT ""/DU i .. .JH4 
:: . ·=ii .: ·-=•.-! 
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i000 
i00:l 
1002 
1GC:3 

i i:'T i:'-·-: 
i.-L- ! !.- -::.. 

LET F=2 
LET G=O 
LET H=O 
LET FL=0 

1020 IF :=. $ ( E) ( F) < > :: ::·:: :: THEt·.J 

1040 IF 5$ ::E+l:: ::F+lJ =A$ OP 5$ (E+ 
1:: (F-1:: =H$ LET G=1 
1050 IF S$ (E+:l.) (f+1) CrJ:;: :::.$ (E-
:U ::F+iJ =R$ THEJ.J LET H=1 
lOe.0 IF ::'·$ ::E-1:: (F+1J =A$ OP 5$ (E-
l) ::F-i) =H$ LET G=-1 
1070 IF 5$ (E+l) (F-1:: =A$ OP ::'·$ (E-
1) ::F-1:: =R$ THEN LET H=-1 
1080 IF G<>0 AND H<>O THEN LET F 
j _., 
!.... - ..!.. 

i0i35 
ii00 
•l •i I..,. •l 

·1 •i 

1110 
1120 
112 1

; 

11:30 
:l 1:32 
·1 ·1·"':·C' 
..!.. .J.·-'·-' 
1140 
114-5 
1150 
·i ·i i:'C' .J..J.·-··-' 
11fi0 
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IF FL= 1 TH 
j C°"T'" C° - C° I •i 
L...L.. ! 

IF E > i0 
IF E>lO THEN 
IF F::-11 THEN 

HT 0 .: 0 _; 
H=l TD 10 

PPFff 

i:;'.ETUPN 

LET F=f +1 
LET E=2 

FOP 8=1 TO 11 
pi:;'.Hff 5$ (H, BJ.: 
t··lE:x:T 8 
NE:x:T A 

···([:1_1: •: _; 
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MANDALA CHECKERS/ 
CHOPPER CHECKERS 

This program follows the standard rules of checkers, 
except that you play by starting in the corners of the 
board, rather than at the ends, and there are no mul-
tiple jumps and no kings. Any piece may move in any 
diagonal direction. Captures are as in checkers, by 
jumping over an opponent's piece into an empty square, 
always moving on the diagonal. Once you've entered 
Mandala Checkers in line with the first listing, you can 
easily modify it to play Chopper Checkers, which is 
closer to ordinary checkers. In Chopper, you move from 
left to right across the board, while the computer moves 
from right to left. You play again as in checkers, except 
you can move in any diagonal direction as if you had 
a board of kings, there are no kings, and there are no 
multiple jumps. You move in both games by entering 
your move as a single four-digit number (like 3344), 
which means you're moving from square 33 (the num-
ber across the top, then the number down the side) to 
square 44. 

You'll find that this program, which uses four char-
acter cells for each square on the board, produces a 
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most effective display, which almost fills the screen. 
The board is printed at the start of the game, and from 
then on only the squares which change are reprinted, 
so it plays very rapidly. 

The following are the only line numbers that differ 
between the two programs: 6176, 6440, 7090, 8070, 8080, 
9010,9020, 9040, 9105,9190. 

First we have Mandala Checkers: 

20 l.,:i[L_,i_iE; 
::;;o i:;o:::.ue 

.. . 
:' 

e:00e: 
50 IF HUM=? THE N PRINT RT 19 , !J 

.: ''\·'DU '' .: i...i 
70 IF COMP=7 THEN PRINT RT 19 , 

0 _; :: I i __ J :: _; : __ J 
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;;:;0 GDTD 40 
6000 PEM **CDMPUTEP MOUE** 
6010 FDP Z=BB TO 11 STEP -1 
6020 IF R!Zl =C THEN GOTO 6050 
e.ci::;;:zi 
e.040 

r··iE::<T Z 
. -- . . - -Lt:! "'( =-:Ll 

ouoo IF Z+Y>BB OP Z+Y<ll OP Z+2* 
V>BB OP Z+2*Y<11 THEN GOTO 6070 
6060 IF =H RND R!Z+2*Yl =E 

- .. . - . .. . - - - . 1.::..1* ;_··( = 1::!} + :, 'y" 
6080 IF Y<>0 THEN GOTO 6055 
e.eies z 
C.090 :?.OTC e.200 

LET - ·-· -H i . .L .i =t:. 
6112 LET R!Z+V) =E 

oiou LET F=INT ( CZ+Yl /10) 
6160 LET G=Z+Y-10*F 

.. - - .. ·· _; :_:ur-1 

E·l?0 HT 2*G.:2*F.; : I 
1 '.; AT 2* 

G+l .: 2f.-F.; :: 
6172 LET F=INT ( CZ+2*Yl /l0l 

E.lf::4 HT 2*G.,2*F.: '' ::_;HTC:* 
G+:l .: 2*F : :: '' 

6210 FDP Z=l TO 200 
6220 LET K=INT IPND*78l+ll 
6230 IF R!Kl =C THEN GOTO 6260 

Z 
.-. ,-,'j ,-, .:: i:" ,-:; .-::: 
•:- ·-· ! ·- · ·-· ·-' ':::...' 
LET . . - -· .. · - ., ., . --
IF R!K+Yl =ETHEN GOTO 6330 

6290 LET Y=-9*!Y=lll +9*!Y=-9l+11 .. . - . .. . - - - . * :. "( = 1::i .l + :. '{ = lk:.1l:;:.1.: 
6300 IF Y<>G THEN GOTO 6270 
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N GOTO 6400 
6340 IF R(K+2*Yl=H THEN GOTO 624 

6350 IF K-2+Y<ii OP K-2*Y>88 THE 
N GOTO 6400 
6360 IF R(K-2+YJ =H THEN GOTO 624 
0 
6400 LET RCK+Yl=C 
e.410 LET H ( =E 
6420 LET F=INT C CK+Yl/10l 
6430 LET G=K+Y-10*F 
6440 PRHff RT 2*G .• 2*F .; "rl" ,; RT 2* 
G+l,, 2*F.; 
6450 LET F=INT (K/10l 
6460 LET G=K-10*F 
e.470 PRINT RT 2*G .. 2*F .;" ".;RT 2* 
G+l.2+F:" " ti4.;30 
6500 FOR G=l TO 200 
6510 LET K=INT CRND*78l+11 
6520 IF ACKl =C THEN GOTO 6600 
E0 530 NE:X:T G 
6540 AT 0, 0.; "I CONCEDE THE 

GRt1E" 
6550 5TOP 
6600 IF RCK-lil=E THEN LET Y=-11 
6610 IF R(K-lil=E THEN GOTO 6400 
6620 IF R!K-9J=E THEN LET Y=-9 
6630 IF R(K-9l=E THEN GOTO 6400 
e.540 GOTO e.540 
7000 REM **PLRYER MOUE** 
7010 RT 20 .. 0 .; "ENTER YOUR M 
Ctl.)E A:=r 11 :: :]344 :: i: :i 
7020 H$ 
7030 IF LEN R$< >4 THEN GOTO 7020 
7040 HT 20 ·' 0 _; II 

:: 

7050 LET Ri=UAL R$Cll 
7055 LET A2=UAL R$C2l 
7060 LET Bl=UAL R$C31 
7065 LET B2=UAL A$141 
7070 LET AC10*Bl+821=H 
7060 LET AC10*Rl+R2l=E 
70':J0 PRINT AT 2*62 .. 2-r.Bl.;" • ",; AT 
2+B2+1_,2*81,;" • " 
7100 Pi:::HiT AT 2*A2 .. 2-r.Al.;" ",;AT 
2*H2+1 .: 2*H1.; :: :: 
7110 IF RBS CAl-Bll=l THEN PETIJP 
N 
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7120 LET HUM=HUM+i 
7125 LET HI ! 10*Bl+B2+10*R1+A2 l /2 
:: =E 

:: ,;AT A2+E;2+:l,:Hi+E:l ,; II 

7140 HT [1 .: 22 ,; II " ,; HUt1 

8000 RE M PRINT BOARD - START 
8040 FOR Z=8 TO 1 STEP - 1 
8050 FOR X=l TO 8 

e1:::;0 
:5TC1F· 

8 ·::i ·;9 STOP 
·;000 FR5T 
·;005 Dir-i H :: 100 :: 
'3Gi0 LET H$ = :: l i 1:3152224:31:::; :3425 i :: 
·::020 LET c $ = == ;:=;e;:=;e, 776e;::i4 75e,e.574e =: 

·;0:::::0 LET B $ =" 1214 lt:.18212 :32527323 
43E.384143454752545t:.5861636567727 

9070 
9080 
9090 
·::i095 
·;100 

f·.JE>::T Z 
LET H=CODE 1:H :1 

11 1-: II LET 
LET 
LET 

·:: 105 FC:;:;: 
9il0 LET 
·;120 LET 
·;1:30 LET 
.-. ·1 '::!..!..·-··-: LET 

.-. _ ,-.. -. .-.. .::-
·- · - ·- ··- ' !-·' 1.... 
E;:C:C:[ :: E 
E=C:Dt)E ::• :: 
Z=l TO ·; 
H !URLH$!TO 
H ::URL C$ ( TO 
H$=H$ :::::i TD :: 
C$=C$(3 TO :: 

9140 r·-lE><T Z 
9150 FOR Z=l TO 32 

2)) =H 
2)) =C 

9160 LET H! URL 8$( TO 2l )=B 
9170 LET BS=B$!3 TO l 
·; 1 :::: 0 r··l E >::T Z 
·;190 
9200 
9210 
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FD;::: 
i i:'T 
1....1- ! 
i ="'T" !.-1.... ! 

Z=l TO 14 
H ! URL E$ ( TD 
ES=E$ (:::;; TO l 

2l l =E 



'3220 NE:X:T Z 
LET COMP =0 

'3240 LET HUH =0 

9410 FDR Z=i TO 17 
9420 HT Z .: 1.: 119': ,; HT Z .1 le_; :ill 
" 
9430 IF 2*INT CZ/2l=Z THEN PRINT 

RT Z,0;CHR$ C156+Z/2l;RT Z,19;C 
(15:5+z .... ·2:: 

9440 IF 2*INT CZ/2l <>Z THEN PRIN 
T AT Z .: 0 _; ::-:i ,; HT Z ·' 1 13 .: "11 11 

'3450 HE:x:T Z 

HUMRH: 1 
CDt-'iP. 1 
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Now here is Chopper Checkers: 

40 
50 

,-. ,-, ·= i ii:· 
•:- ·-· ·-= ·-· !...: -- - - . ·-
IF HUM=? THEN PRINT RT 19,0 

· ::···(DU : .. : l.-.l 
70 IF COMP=? THEN PPINT RT 

[1 _; :: I l .. J == _; ! .. J 
:?OTC 40 '-' ':::...' 

6000 REM ++COMPUTER MOUE** 
6210 FOR Z=BB TO 11 STEP -1 
6020 IF RCZJ =C THEN GOTO 6050 

r.:L:' ·-.:1 -::-
l"i!._.:··. ! 

j ;:'I" · ..... - ·i :; 
!._.1-! ! --.J.....!.. 

., ,-, 
=' .: 

i: '-''I:..:._•._: !F Z+Y>BB OR Z+Y<ll OR Z+2+ 
OR Z+2+Y<11 THEN GOTO 6070 
IF RCZ+Yl =H RND =E 

THEf·.i 
e.070 - . . . - . .. . - - - . :. \' ='::i.l + l. \' =:Ll:::.1l£1J 
6060 IF Y<>0 THEN GOTO 6055 

P.!i:'"•.•"""T" '""'.'!" 
!'-!!._..·-·.! 

:?.C)TD e.200 
H::z:: =E 

6110 LET RCZ+Yl =E 
6120 LET RCZ+2+Yl =C 
6130 LET COMP=COMP+l 
e. 140 HT 2 .: 22 _; II CCit--iF1

• 

p 
"; CDf·i 

6150 LET F=INT CCZ+Yl/lOJ 
",;RT .-, ·.· 

C.7:' 
,- .• ·i .-, ... &:::'. : : 
1.=i:.J.. .l C.7:' ! ,: 

:: 

6200 REM ++NON-CAPTURE MOUE+* 
6210 FOR Z=l TO 200 
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:5220 LET - Ti-.iT 
!··. ! 

6230 IF R!KJ =C THEN GOTO 6260 
6240 t··JE::<T Z 

LET · .. ... _ .; ·i 
. --

6280 IF R!K+Yl =ETHEN GOTO 6330 
6290 LET Y=-9+!V=11l+9*!Y=-9l+11 * (\· .. + ::···(=lG:J:: 
6300 IF Y<>0 THEN GOTO 6270 

6340 IF R!K+2+Yl =H THEN GOTO 624 

6360 IF RCK-2+Yl =H THEN GOTO 624 
LET - . . . . . . -H i.r-: .. +··(.: ::_: 

E·4i0 LET H ::;<:: =E 

G+i .= 2*F · :: 
e.4e0 
6500 FOP G=l TO 200 
6510 LET K=INT !PND*78l+11 
6520 IF R!Kl=C THEN GOTO 6600 
e.5:::;0 HE>::T G 
e.540 Pi:::INT HT D ·' 0_; "I CONCEi::>E THE 

(?.Ht-lE: 1 

6600 IF R!K-lll =ETHEN LET Y=-11 
6610 IF R!K-11! =ETHEN GOTO 5400 
6620 IF R!K-9! =ETHEN LET Y=-9 
6630 IF R!K-9! =ETHEN GOTO 6400 
7000 PEM ++F'LRYER MOUE** 
7010 HT 20.10,; "·(C!iJJ=;: t-1 
C:'.)E H:=: :: :: ::;;:344 :: :: :: 
7020 H$ 
7030 IF LEN RS<>4 THEN GOTO 7020 
7040 F·F:: HT 20 ·' e .; " 

:: 

7050 LET Hl=UHL R$(1) 
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7055 LET A2=UAL A$12 
7060 LET Bi=UAL R$C3 
7065 LET B2=UAL R$ C4 
7070 LET A!10+B1+82 l H 
7080 LET A! 1 0+R1+A2 l =E 
7090 FRH·ff RT 2+82 , 2*E;l.; "& " .;AT 
2+s2+1, 2+B1 .: "T" 
?lGG HT 2*H2 .1 2+Hl,; :i : : ,; AT 

7110 IF RBS !Al-Bl l =1 THEN PETUR 
1-.i 
!"i 

7 1 20 LET HUM=HUM+l 
7125 LET R! !10*Bl+B2+10*Al+A2l /2 ·, _;:-
·' -1.... 
7 i:]Q If·-4T HT ( H2 +E:2 ) ,. ( Ai +E; i ) ,; 1 1 

".; RT H2+B2+1 ., Ai+B l;" 
7 i40 INT HT 0 .= 22 ,; :: 1 1 

.: HUt-i 

8000 REM FRINT BOARD - START 
8040 FOP Z=8 TO l STEP -1 
8060 FOP X=l TO 8 

1;000 FH:=,T 
9005 L:> l.r-1 P ( 100) 
·"':· ·"':·i:'·"':·..., : : ._ • . _: ._•._1 i 

·;:0:30 LET E; $ = :: 12 i41E.1E:212:32527::32:::; 
43638414345475254565861636567727 
47e.7e ;=;1;=;:3;::;s:=;7 :: 
9040 LET E$ =::515:3555;=;42444e,4e 11 

9050 FOP Z=l TO 100 

=;0 1::0 
1;:0 ·;:5 
·;100 

LET 
i i:'T 
!-1.- ! 
i C'"'T'" 
!-..!-.. ! 

LET 

H=CODE :: H : : 
11,- .1 : 

::•:: 
9105 FOP L=l TO 12 
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9110 LET RCVRL H$ ! TO 2J J =H 
9120 LET RCVRL C$C TO 2l l=C 
9130 LET H$=HSC3 TO J 
13 1 40 
9150 

LET C:$=C$ TD ) 
Z --- - - -- --! :_:r.'. L = l ! U :_:;;:: 

LET RC VRL B$! TO 2J J =B 
9170 LET BS=BSC3 TO J 
'31Ei0 NE>::T Z 
9190 FOR Z=l TO E; 
9200 LET RCVRL E$! TO 2 l l=E 
9210 LET ES=ESC3 TO J 
922:2:1 Z 
·32:30 LET c:c:r1;::· =G 
'324-0 LET HUM =0 

'3410 
13420 

9430 IF 2*INT CZ / 2 l =Z THEN PRINT 
RT Z,0;CHRS !156+Z/2 J ;AT Z,19;C 

HF:'.$ :: 15e,+z .... ·2 ) 
13440 IF (z .... ·2:: < ::-z THEN 
T AT Z .: 0 .; ::9:: ,; HT Z .1 l':t.; ='11 11 

9450 Z 
9500 
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Card Garnes 





BLACKJACK 

Gwyn Dewey's adaptation of the famous casino card 
game will have you battling to defeat the computer. 
Very clear prompts are included in this program, which 
even draws the backs of the cards as they are dealt 
before turning them over. The aim of Blackjack, as you 
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probably know, is to get a total of 21, or as close to 21 
as you can, without exceeding 21. Cards are worth their 
face value (with picture cards counting as 10), except 
for the ace, which can be 11 or 1 (if counting it as 11 
would cause you to "bust," or exceed 21). You.enter T 
to be hit (ask for a new card) or S to stick (stay with 
the hand you have). If you like programs which max-
imize the graphics potential of the T/S 1000, you'll enjoy 
watching Blackjack in action . 
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.. 
-, f-'H.l.f-.j; -----

il LET !.) =l 

.-. .:: :::. •_: 
27 .-.-=-C.'- ' 

L!::. l 
; t:'"I 
!-...!-... ! 

LET 
LET 

; 

G=0 
!_i =0 
H=:J 

40 IF .. ·( $ < > :: [:. :: TH c;e:TD 4:Z1 



50 PRii'ff 
52 PRii'ff 

,-,,, ·i ·":· . :1 
.: ,i._1 .: •" 50 FOR Z=3 TO 13 STEP 10 

i ._1 Z 

91 IF I=1 THEN LET H=3 
92 IF I=1 OR I=2 THEN LET 

IF I=2 THEN G05UB 9000 
94 IF BET <=0 THE N GOTO 9100 ' 
95 IF I=2 THEN LET H=B 
96 LET D ! Il = ( CI NT CRND*F ll *2 l + 

i 
r·.J =l TD e. 

RT Z+ N, H; R$C ( CCODE Z$ 
!D CIJ J l-28 1 + ! !CODE Z$ CDCi l +1l*13 
) ) .: ) 

1 00 LET 8 ._: =0 
1 0 2 LET E$(I J =Z$ CD Ci l TO D ( Il+l 
1 0 :3 LET F=F-l 
104 LET ZS=Z$( TO D Ci l -1l+Z$CDC 

I) +2 TC1 ) 
110 t··JE>::T I 
120 Fe:;::'. ._1 =l TC 2 
1::30 IF E$ :: ._i ·' 11 > =" 2 " E$ ( .J, ll 

< = LET T =T +1...:RL E $ C ,_i , 1) 
150 IF E$ :: ._i .' 11 > " 9 " THEN LET T=T 

+10 
155 

1 

+1 
170 

+11 

190 
200 
·- : ·i 

000 

IF E$ .. ._i l. J =" B" THEN LET '· ·' 
Tc:' E$ ._i = '' 1" THEN LET .l. ! " -· 

IF E$ :: '- i l ) _ :: 1 " THEN LET " 

NE::<T ._i 
IF T=22 THEN LET T=T-10 
IF T=22 THEN LET G=G-1 

g ,_i = 
r:;:G 

T=T 

IF G=l RND BJ=l THEN GOTO 5 
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217 IF T=21 THEN GOTO 6000 - - - -- . . . -22i:::J !.......t:. ! !.) :!._.: + .l 
2:30 F:;=;'. . . . iC1.: 4 .; :• <H > IT ME . 

240 
250 

IF $ = :: 5 I I 

IF $ = == H =: THEN 
260 GC::TD 240 

::;:]T:] 
c. :' "::..' 

270 p;:;:nff PT 10,4: ....... . 
; c-;-
!.._!.... ! 
i ;:::--;-
!.....!- ! 

LET 

- - -l. =l.+l 
[:: (I:: = :: :: 
H=H+5 .. - -- -; u t: 

335 PRINT PT Z+N,H;A$C !!CODE ZS 
CD ::r:: :: :: -2E:: + :: ::CCDE Z$ :T CI:: +1:: +L:; 

f··4 
i ;:::--.- ;:::- W i 7 ·, - """7 ri- i i"'·. i T " '1 
!....!..... : L :;! I,..!... .r -..::... :. ! .. :' :. .: .. 

LET ZS=Z$C TO DCI::-1::+Z$CDC 
j_ J +2 1 .-, ·, 

! ·-· .' 
IF E$(I;i) >=''2' ' ANC:1 E$i'.I.:l) 

< = :: ·3 '' TH LET T =T +!._.lHL E $ (I.= i:: 
IF ESCI.,l:: ::"A" THEN LETT= 

..,... : .; •""= 
! 

·":·1-11'°': Ti:' ;:::-..r i 7 ·i ·, _:: ·"! :: 
._ : !..... :::;: 10 ..!.. ,: .,!.. , I - .J.. TH LET 1.:--•.:-

·-=· ,-, ;:::- ; ;::--;- ;::::- - ;::::- ·i ·-!=-·-' !.....!..... ! ! -! -..!.. 

4 0 0 IF E $ :: I ; l :: = : : l ; I THE LET T = T 
+11 
410 IF ; AND G=0 THEN GOTO 6 

500 
... ·"':·1'7-: ·-= 
'+·-''::..' ..!..! LET -

G-i 

146 

"'+-·-'·-= 

440 

i i::'T ; l-i l, ·i 
! · .•. ·-· .•• ·:..!. 

IF T>21 THEN LET T=T-10 
IF V=5 THEN GOTC 4000 
IF T=21 THEN GOTO 6000 
::;DTC:: 2:::;0 

12, 26 .: "Wl!l!Jif' 
HT ·i ·"':· ·-: ·=·.,.. ..!.. ·- ' ,: c1-• ,: ! 

.; ,;:. .... '' 
,: '+-.: OMPUTER 

520 I=l TC 2 
TH LET H=:3 
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820 PRINT RT Z+N , H; R$ CC CCODE ZS 
CD CI ! l l-28 ! + ( CCODE Z$CD Ci l +1 ! *13 

840 LET E$CIJ =Z$CD Cil l 
850 LET Z$=Z$ C TO DCI!-l l +Z$ CD C 

I) +2 TC: ) 
Et:.[1 IF E$ :: I:: >== =2 :· 

" LET U =U +URL 
Ar·-m E $ (I l < = 
E$ CI:: 

.; 

..L 

·=··=· 17: :_: 1_ 1 r::..: 

Ii:' i:'rT- 11·1 •• _::,-1 : 1 
..!..! !.._:::::: • . ..!.. .' .·· - !"""'! 

Ii:' i::ri- i 7 -, _ : : ·i :: 
..!..: '· ..!... .! - ..!.. 
LET F=F-1 
7t:' i::'rT- i ..... _:: ·i ; : 
..L! '· ..!....I - ..!... 

i i::'I 0-i; 
LL! !....:- •_ : 

T HEN LET U :i_i+ 

TH 

THEt··J l_!:iJ+i 

930 IF-·-- RND G>0 THEN LET U= 
U-10 

LET I=I+l 
,- .• - ... 1- , 
'-=''-' ! ·- · :' ·-''::..' 

i i:'T ,-._ 
!....L... ! 

.; t:; .-! • : 1 

..!...'::...' .: '+ ,: OH A FPJE ·i t:'•"" 1"':1 i='h' Tt·.JT 

15:10 PT ·i ·i .-! • : 1 
..!.....!... .: :.+ ,: I WIN GOUBLE 

: : 

1520 
1550 

2010 
2020 
20JO 

::_:;5:30 
4000 
40i(1 

LET BET=BET-CGOBET*2l 
1:1• 7r. i 7 ,-,, .; 1'7! .-: • : 1 
:' !""' • ..!...!'-! ! :: ! ..!...'::...',I i,+,: 
l : f 1 Ti-.il ,-,, ·i ·i .-! • I I 
!""'" !""' • ..!... ! ! :: ! ..!... ..!... ,: i+ .: 

WENTY-ON 
I WIN 

LET BET=BET-GOBET 
,-.,-,,,-, ·i ;:::---::-.-;.., 
•.;:•_• ! '-' ...!... ·-'·-''::..' 

H DEAR BLRC 
I WIN TREB 

LET BET=BET+GOBET .-.. -.... ,-, .-. ·=· .. ,. "IW " 
.-• .-• .,.. •. _, ..,... .- , , ., ., · ·i · . .. 
!""" !""' • ..!.. ! ! :; : ..:.. ..!.. .: ;..;.. .: • 

4020 LET BET=BET+'.GDBET*2l 

148 



5000 
5010 

5020 LET BET=BET+!GOBET*3l 

iOU S\..15 
I WIH 

:5520 :?.DTD 2020 
I BEAT YOU 

8000 DIM R$(52,6,5l 

8005 FOP I=1 TO 4 
;=;:J10 
;=;020 

8070 
80•::•0 
e100 

IF .i. -.i. THEr·-j LET F$=" *" 
IF I=2 THEt··i LET F$=" +" 
IF I=3 THEt·-j LET F$=" 1.)" 
IF I=4 LET F$="''?" 
LET :-:; <i; = "5 " + := $ + " I" 
LET rii="i "+F 0

$+" "+F$+" I" 
LET I$= "i "+F,+F$+F$+" I" 

+l _. ll ="IR 
8110 LET R$(13*!I-il+l,2l=J$ 
8120 LET R$!13*!I-il +l,3l=J$ 
8130 LET R$ (13*(I-ll +l , 4l=G$ 
8140 LET R$(13*!I-ll+l,5l=J$ 

I 

8150 LET RS! L:•* ! I-ll +l _. E·l ="I RI 
•::<:L t;.l,::_1 LET R $ :: 13 * ( I - 1 ) + 2 ' 1 ) = "I 2 I 
8170 LET R$!13*!I-1l+2,2l=G$ 
8180 LET R$(13*(I-il +2,3l=J$ 
8190 LET R$(13*(I-ll+2,4l=J$ 
8200 LET R$!13*(I-ll+2,5l =G$ 
•=•210 LET Rs :: l:::< * :: r-11 +2 .. e. l ="I 2 I 
·=· 2 2 0 LET R $ ( i:::· * ( I - i ) +:::; " i ) = "I ::;; I 
e2:30 
e24G 
e250 
8260 

LET 
LET 
; ;::"T 
!-1..... ! 

LET 

R 
A 
A 
A 

$ .; 
.!. 

$ l 
$ i 
$ ., 

.!. 

:3 * ..L -
:::=; I -.. 
::=; I -.. 
::=; * I -

., + :::; 2 $ -'-
·1 +:::; :::; ::3 $ .!. 

l +::;; ' 4 = ._i $ 
1 + :3 ' 5 ==3 $ 
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e:34:z1 
:; 

LET 

LET 

LET 

i i:'T 
L.!.... ! 

LET 
LET 

LET 
Lt:.l 
i i:'I 
!....1- ! 

._ .... '-' 1."t i '-''-!- ·-''::...' ,,, 1-!.- ! 

e4e0 
·=· i:'1"7t1'"'= .,__ .. 
E5i0 

;::;SJ0 
E540 
es50 

ese0 
:: 

;::;e1 00 
ee. 10 
;=;1520 

150 

LET 
LET 

LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
i Cl 
1-1- ! 

LET 

LET 
LET 
LET 
LET 
i ;:-r 
l-.!.... ! 

H$ ::i::::;* ::I-i) +4 .: l:: =: :14 

H$ :: i::::;* ( I-1) +5.:1) =: 115 
PSC13*CI-1l+5,2l=H$ 
PSC13*(I-1l +5,3l=G$ 
A$(13*(!-1l +5,4l =JS 
P$(13*(!-1l +5,5l =H$ 
H$ ::iJ* ::r-1:: +5 .: E::: =::I 

A$(13*(!-1l+6,2l=HS 
A$(13*(!-1l+6 , 3l=H$ 
A$(13*(!-1l +6,4l =J$ 
A$(13*(I-1l +6,5l =H$ 
HS:: i:.3*:: r-1:i +e: .: e,:: = 11 1 
H $ :: 1:3 * :: I -1 :i + 7 .: 1:: =::I 7 

P$(13*(I-ll +7,2l =H$ 
A$!13*(!-ll +7,3l=HS 
P$(13*(!-ll+7,4l=G$ 
A$(13*(!-1l+7,5l=H$ 
H $ :: i::::; * (I - i) + 7 .1 e.) =::I 

A$Ci3*(I-ll+8,2l=H$ 
A$Cl3*(!-ll+8,3l=H$ 
A$C13*(I-ll +8,4l=H$ 
A$(13*(I-ll+8,5l=H$ 
H$::1 ::-=i*::r-1:i +;::;.:e::: =::I 

H$ 
A$ 
H$ .-..... 
!"'i:;:! 

A$ 

·i ·-=· ... 
1:::; .. 
1:::;* 
j__* 
..!...·-' 7: 

I-1 .,. ., 
..1..-..1.. 

I-1 
I-1 
I-1 

+'3 :2 
+'3 .: :::: 
+·::; '4 
+'3:. 5 
+'3 .. e . 

=H$ 
=H$ 
=I$ 
:H$ =·,;· 

41 
I 

SI 
I 

?I 
I 

81 
I 



LET 
LET 

;::;?00 LET 
I" 

E?i:Z1 LET 
S+"-.1" 
;::;?20 LET 

PS :: l:::;_,:. :: I-l l +10" 1:: ="I 10 

RS ! i3_,:.(!-1l+l0,2 l =H$ 
R$(i3_,:.(I-l l +10,3 l =I$ 
R$!13i ! I-1 l +10,4 l =I$ 
RS(13_,:. ( I-l l +10 , 5 l =H$ 
RS ( 13_,:. ( I- ll +10 " e. J ="I l:J 

RS (l :J_,:. :: I-l l +11 .. 5 :: ="liim" 
I ·-· 

RS ::13_,:. :: r-1 :: +12 , 4 l ="I ... 
RS !l:::;* :: r-1:: +12_.5 :: ="I.I:<==<' ' 

E;;=:E;? :=,LCti .. J 

9000 PPINT RT 
9010 HT .; ·i 11 •II • 

.J...!.. .i - , I , • . : 
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9020 LET L$=5TP$ BET 
9030 FOR Y=i TO LEN L$ 
9040 LET L$(Yl=CHR$ CCCODE L$CYl 

9080 IF GOBET<i OR GDBET>BET THE 

'3110 PPIHT "\'DU HP.i._.iE HO LE 
FT, " . "t-f/ POPTEP TH!=::Ei ... J \'OU OUT. " , 
""/OU ARE If) THE STREET 5TRPUH·lG 
'' ·' ' ' i:¥1l;:m;t$'il=lii5i'' 
';: 120 !) $ 

IF[:=$=:=\.::= ;:;'.iJN 2 

9800 FOR M=i TO 50 

- - - - --- -- - - -- - - -
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POKER 

Hans Meier of Rustenburg, South Africa, has produced 
a highly challenging version of the card game poker 
for the T/S 1000. As the program is about 14K long, I'd 
suggest you SA VE it every so often as you are entering 
the program, so that if you lose what you've entered, 
all your work is not wasted. 

The value of each card is the character set number 
of the first character. For example, a 5D is a five of 
diamonds and its value is 33 (the CHR$ value of 5), 
and similarly AE is a ten of hearts and its value is 38. 

,The whole pack of cards is stored in a string, A$, 
line 2050. 

The actual program begins at line 2040 where A$ 
and various variables are assigned. The arrays are also 
dimensioned here. Control then goes to the subroutine 
beginning in line 10. A$ ·is then randomly "split" in 
line 70 and the two parts then put together "back-to-
front" into a string (X$) in line 80. 

Lines 90-130 make up loop in which 18 cards (C$) 
are selected from this string at random. The "card" 
selected is removed from the string in line 120 so that 
it cannot be "dealt" again. After printing the card out-
lines (GOSUB 430), control goes back to the main pro-
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gram where the hands are dealt in lines 2190-2240. 
The hands are kept in two string arrays, M$(1), M$(2) 
and Y$(1), Y$(2), which represent the computer and 
human strings respectively. 

Line 450 (with all shifts in the GRAPHICS mode) 
reads as follows: 

450 PRINT AT A,B;"shift E + 3*shift 7 + shift R"; 
AT A+l,B;"shift 5 + 3 spaces+ shift 8"; AT 

A+ 2,B; 
"ditto"; AT A+ 3,B;"ditto"; AT A+ 4,B;"ditto"; 
AT A+5,B;"ditto"; AT A+5,B; "shift W + 3*shift 

6 +shift Q" 
The hands are first subjected to a bubble sort. To do 

this, control goes to the subroutine in line 200. The 
value used to sort the cards is the character set number 
of the first character of each card. On returning to the 
main program, this sorted string is once again placed 
in M$(1) or Y$(1). The first version is used for evalu-
ation and manipulation of the hand and the second is 
used for printing the hands to the display. 

Now the control then goes to the subroutine in line 
320 where the values of the cards in the hands are 
changed to real card values. This subroutine consists 
of a loop which extracts one card (a two-character string), 
at a time. If the first part of a string is a A,B,C,D, or 
E it is changed to a T(Ten), J(Jack), Q(Queen), K(King), 
or A(Ace) respectively. If the second letter is an E or 
F it is changed to an H or S respectively. (CE would 
become QH.) On return to the main program this string 
is loaded into M$(2) or Y$(2). 

When you have discarded the cards that you do not 
require (lines 2380-2510), your hand is once again sub-
jected to a sort (GOSUB 200) and change (GOSUB 320). 
Control then goes to the subroutine in line 480 where 
the value of the hand is worked out. This is done by 
allocating an initial value to the hand, then making 
comparisons to determine whether such things as pairs 

154 



or threes exist, and adding another number to the in-
itial one to obtain a final value. 

The initial value of a hand is as follows: 0 for a high 
card, 50 for a pair,- 100 for two pairs, 150 for threes, 
200 for a straight, 250 for a flush, 300 for a full house, 
350 for four of a kind, 400 for a straight flush, and 450 
for a royal flush. To this value is added the "value" of 
the highest card or pair, etc. For example, in line 560 
the computer searches for a "full house." If one exists 
the control goes to line 810, where the initial value for 
a full house (V = 300) is allocated. Then a search is 
made for the threes in the hand, and their character 
set value is added to the 300. This enables the computer 
to determine which hand wins by comparison of MV 
with YV. 

Now comes the computer's turn. Its hand is subjected 
to the same sort and evaluation. Control then goes to 
the subroutine in line 900. Right at the start of this 
subroutine the variable T (the number of cards taken) 
is 0. The computer decides from the "value" of its hand 
(MV) which line within the subroutine it will go to. 
Should the "value" of the hand be greater than 200 (a 
straight) then T = 0 and control returns to the main 
program. Depending on what the hand is, the computer 
now decides on how many cards to discard. If it has a 
pair it goes from line 950 (MV>50 but not > 100) to 
line 1330, where the computer searches .for the pair 
and then replaces the other three cards with cards from 
the pack (C$). On returning to the main program the 
value T is used to print the statement DEALER 
TAKES [T] CARDS to the screen. 

The computer again sorts its hand, changes M$(1) 
for printing, and determines the value of its new hand 
(lines 2690-2780). The computer's card outlines are 
also printed (line 2750). 

The betting begins in line 2790. When you have 
placed your bet and it is "legal," i.e. not higher than 
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the limit or than your credit, control goes to the sub-
routine in line 1550. If you enter a 0 for your initial 
bet the ZX81 presumes you want to throw in your cards, 
and starts a new deal. 

Depending on the value of its hand, the computer 
decides how far it will raise you and whether it will 
see you or throw in its cards. But beware-there is also 
a random "bluff' factor built in. Whichever way the 
betting goes the subroutine ultimately returns control 
to the main program at line 2930. 

On returning, the computer prints its hand to the 
screen, unless you have thrown in your cards. Control 
then passes to the subroutine in line 1900 where the 
hand is described (V$). This happens twice, once for 
your hand and once for the computer's. On each return 
the description of the hand is printed under the appro-
priate hand, e.g. "You have ... V$ . .. ".In line 3040 the 
computer finally decides who wins and prints the nec-
essary comment to the screen. 

Between lines 3050 and 3130 the score is adjusted 
and a check is made to see whether you have no more 
money or whether you have broken the bank. The con-
trol then passes to line 2180, where we start a new 
game. 

There is one other subroutine that I have not men-
tioned, the one on line 1940. This is merely a delay 
loop and helps to "stall" while information is on the 
screen. 

Beginning at line 3140 are a few comments that are 
necessary during the game. The instructions are con-
tained from line 3310 onward. 

If the program is too slow for your liking it is possible 
to speed it up considerably by letting the computer 
switch from SLOW to FAST and vice versa during the 
running of the program. If you want to use the FAST 
option I would suggest inserting the following lines. 

2175 FAST 
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2375 SLOW 
2515 FAST 
2785 SLOW. 

PLAYING THE GAME 
To start the program use the command RUN 2040. 
After asking whether you require instructions or not, 
the computer "shuffles" the pack and tells you it's ready: 
READY PRESS NIL. After a slight pause your hand 
is displayed on the screen. You now have the choice of 
"throwing out" some of your cards (up to four). When 
you have entered the numbers of the cards you want 
to discard, press P for pass to continue. Your new hand 
will now appear on the screen. You will be asked to 
bet. If you want to throw in your cards enter 0. To see 
the computer, enter the amount that you bet. To raise, 
enter twice that amount. 

For the rest the program is pretty self-explanatory. 
I hope you enjoy the game as much as I do. Good luck. 

THE VARIABLES 
A$-The initial pack of cards 
C$-The random sequence of 18 cards from which the 
hands are dealt 
E$-A string used in the bubble sort routine to store 
the result 
K$-A string used to take and return various strings 
to and from subroutines 
Q$-A string consisting of 32 spaces which is printed 
over certain lines on the screen when it is necessary to 
clear them and not the whole screen 
X$-The abridged pack from which the card is dealt, 
and which is then updated 
V$-The string describing the type of hand 
M$(1)-The computer's hand in its uncorrected state 
(except for sorting) 
Y$(1)-Ditto the player 
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M$(2)-The computer's hand consisting of 10 charac-
ters, each pair depicting a card 
Y$(2)-Ditto the player 
A-Used to tell the computer where to begin printing 
the card outlines 
B-U sed to tell the computer where to begin printing 
the card values 
I-The value of the individual bets during the game. 
Can either be= 0, = BTG (player sees computer) or 
= 2*BTG(player raises) 
J-Used to carry the value of a hand to the subroutine 
containing the strings describing the hands 
T-The number of cards discarded by the computer 
V-The value of a hand as determined in the subrou-
tine starting at line 540 
Y-The player's initial credit 
MV-The value of the computer's hand 
YV-Ditto the player 
WL-Used to carry the amount placed on the table for 
the deal to various routines in order to update your 
credit 
BTC-The original bet by the player. 

50 e.o 
7:71 

LET 
Lt:.1 

- . . . .. L$=· · .. 
P=INT CRND*52l*2+1 
XS=RSCP TO l +R$C TO 

110 LET CS=CS+X$!R TO R+ll 

*** 
21 .: 0 

120 LET XS=XSC TO R-ll+X$CP+2 T 
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500 pqINT RT B,R;K$C1 J ;RT B+2,R 
+1;K$C2l ;RT B+4,R+2;K$C1l 
510 LET K$=K$C3 TO l 

550 LET V=CODE K$ 
560 IF K$(1 J =K$ C3l RND K$C1l =KS 

C5l RND K$C7l =K$!9l OR K$!ll =K$C 
3 1 RND K$C5l =K$C7l RND K$C5l =K$ ( 
9l THEN GOTO 0810 

570 IF K$Cll =K$ !3l AND K$Cll =K$ 
(5! AND K$Cll =K$ C7l OR K$C3l =K$( 

5 l RND K$!3l =K$C7l RND K$!3l =K$( 
9l THEN GOTO 0860 

580 IF K$Cll =KS C3 1 AND K$C1l =K$ 
C5l OR K$(3l =K$C5 l RND K$C3l =K$( 
_, OR K$(51 =K$ C7l RND K$C5l=K$(9 
) GC:TC 07E·0 
590 IF K$Cll=K$!3l AND K$ C51=K$ 

(7) OR K$!1l =K$C3l RND K$(7J =K$C 
9 l OR K$C31 =K$C5 l AND K$C7l =K$CS 

THEH GOTO 0710 
500 IF K$(1J =K$!3l OR K$C31 =K$C 

51 OR K$C5l =K$C7 l OP K$C71 =K$C9 1 
GDTC: :JE.E1 0 

610 IF CODE K$C1l=CODE K$C3l+l 
RND CODE K$C3l =CODE K$C5l +l AND 
CODE K$C5l =CODE K$!7l+l AND CODE 

K$C7l =CODE K$ (9l+ l THEN LET U=2 
G:Z+C:C:L:>E 

520 IF CODE K$(2 l =CODE K$C41 RN 
D CODE K$(dl =CODE K$!6l AND CODE 

K$C6l =CODE K$C8l RND CODE K$(8) 
=CODE K$Cl01 THEN LET U=250+CODE 

r<. $ 
530 IF K$!2l =K$C4 l RND K$!4l=K$ 

(51 AND K$C61 =K$ C8l AND K$C8l =K$ 
!101 AND CODE K$!11 =CODE K$C3l +l 
RND CODE KSC3l =CODE K$C5l+l RND 
CODE K$!5l =CODE K$!7l +1 RND COD 

E K$C7l =CODE K$C9l+1 THEN LET U= 
4012:1 +CCiDE $ 

540 IF K$!2l =K$ !4l AND K$C41 =KS 
!Bl AND K$C6l =K$ C6l AND K$(8) =KS 
Cl01 RND CODE KS=CODE K$C31+1 AN 
D CODE K$C3l =CODE K$C5l+i RND CO 
DE K$(5l =CODE K$!71+1 AND CODE K 
$ C7l =CODE K$C9l +1 RND CODE K$=42 

THEN LET U=450+CODE K$ 
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e,50 RETURN 
660 FOR L=i TO 7 STEP 2 
670 IF K$CLl=KSCL+2l THEN GOTO 

e.s0 NE:x:T L 
690 LET U=50+CODE K$CLJ 
700 .. 
710 FOR L=i TO 3 STEP 2 
720 IF K$CLl=KSCL+2l THEN GOTO 

0740 
740 LET U=i00+CODE K$CLJ 
750 
760 FOR L=i TO 5 STEP 2 
770 IF K$CL) =KSCL+2l THEN GOTO 

7;30 L 
790 .LET U=i50+CODE K$CLJ 

810 FOR L=l TO 5 STEP 4 
820 IF K$CLl=K$CL+2l RND K$CLJ= 

K$CL+4l THEN GOTO 0840 
830 L 
840 LET U=300+CODE K$CLJ 
850 RETURH 
860 FOR L=i TO 3 STEP 2 
870 IF KS!Ll=KSCL+2l THEN LET U 

=:350+C:C:[:·E t-::.$ (L) 
880 t··lE::X:T L 

LET 0$=!<.S 
·;20 LET T=0 
930 IF U>200 THEN RETURN 
940 IF U>100 THEN GOTO 1190 
950 IF U>50 THEN GOTO 1330 
960 IF K$C2l =KSC4l RND K$C2l=K$ 

C6l RND K$C2l =K$C8l OR K$C2l=K$C 
4l RND K$C2l =K$(6l RND K$C2l=K$C 
10) OR K$C2l =K$C4 J RND K$C2l=K$C 
8) RND K$!2l=K$C10l OR K$C4l=K$C 
6) RND K$C4l=KSC8l RND K$C4l=K$C 
10) THEN GOTO 1420 

970 IF K$C2l=K$C4l RND K$C2l=K$ 
C6l OR K$C21=KSC4l RND K$C2l=K$C 

81 OR K$!2l=KSC4l RND K$C2l=K$Ci 
01 OR K$!21=KSC6l RND K$C2l=K$CB 

OR K$C21 =K$C41 RND K$C2l=K$Cl0 
) OR K$C2l=K$C6l RND K$C2l=K$C10 
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-· K$!4l =K$!6l RND K (4) =K (8 
OR K$(4l =K$(8l RND K$ 4l =K$ 10 
OR K$(6) =K$(Bl RND KS 6l =K$ 
OR K$(6l =K$(4l RND KS 6l =KS 10 
THEN GDTCi 1028 
980 IF CODE K$(1l =CODE K$!3l+1 

RND CODE K$!3l =CODE K$C5l+1 OR C 
ODE K$(3l =CODE K$!5l+1 RND CODE 
K$!5l =CODE K$(7l +1 OR CODE K$!5l 
=CODE K$(7l+1 RND CODE K$(7l =COD 
E K$(9l+1 THEN GOTO 1110 

990 LET K$(3 TO l =C$C TO 8l 
100[1 LET T =4 - - - - - --· ·- . . li:::.!llL'i !-t'.t:. l 
1020 IF K$(2l =K$(4l RND K$!2l =KS 
(6l OP K$!2l =K$(4l RND K$!2l =KS! 

BJ OR K$!2l =K$!4l RND K$!2l =K$!1 
0) OR K$!2l =K$(6) RND K$!2l=K$!1 
0l OR K$(2l =K$!6l RND K$!2l =K$!B 
l OP K$!2l =K$(10l THEN LET G$=K$ 
i ·-: ·, :.:=...: 
1030 IF K$!4l =K$(6J AND K$!4l=K$ 
(Bl OP K$(4l =K$(6l RND K$!4l =KS! 
101 OP K$(4l =K$(8l RND K$!4l =K$( 
101 THEN LET G$=K$!4l 
1040 IF K$(6J =K$ C8l AND K$!6l =KS 
(10l OR K$(6) =K$C8 l AND K$(6l =KS 
!10) THEN LET G$=K$16l 
1050 FOP L=2 TO 10 STEP 2 

THEN LET K$!L-
1070 LET C$=C$(3 TO l 

1110 IF CODE K$(1l =CODE K$!3l+1 
RND CODE K$!3l =CODE K$!5l+l RND 
CODE K$(5) =CODE K$C7l+l OR CODE 
K$(3l=CODE K$(5) +1 RND CODE K$C5 
l =CODE K$!7l +1 RND CODE K$!7l =CO 
DE K$(9l+1 THEN GOTO 1500 
1120 IF CODE K$!1l =CODE K$!3l+1 
THEN LET 0$!7 TO 10l=C$C TO 4l 
1130 IF CODE K$!3l=CODE K$!5l+1 
AND CODE K$!5l=CODE K$!7l+1 THEN 

LET 0$(9 TO 10) =C$C3 TO 4l 
1140 IF CODE K$!3l =CODE K$!5l+1 
AND CODE K$(5J =CODE K$!7l +1 THEN 

LET 0$! TO 2) =C$C TO 2l 
1150 IF CODE K$(7l =CODE K$!9l+1 
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THEN LET 0$( TO 4l =C$C TO 4) 
11t·0 LET T=2 
1170 
·i ·i 

LET r<.$=C:$ 
F=: ET iJ ;:::'. 

1190 IF 0>150 THEN GOTO 1260 
1200 IF K$(1l=K$(3) AND K$ C5l=K$ 
C7l THEN LET 0$(9 TO l =C$C TO 2l 
1210 IF K$(l l =K$C3l AND K$C7 l =K$ 
(9) THEN LET 0$(5 TO 6l=C$ C TO 2 
) 
1220 IF K$(3 l =K$C5l AND K$C7 l =K$ 
C9 l THEN LET 0$( TO 2l =C$C TO 2 ) 
12::;;0 LET T=l 
i240 LET r<. $ =D $ 
1250 
1260 IF K$Cl l =K$C3 l AND K$ Cll=K$ 
C5l THEN LET 0$!7 TO l =C$C TO 4) 
1270 IF K$ C3 l =K$ C5l AND K$C3 l =K$ 
C?l T HEN LET 0$( TO 2l =C$C TO 2l 
1280 IF K$ C3 l =K$C5 l AND K$C3 l =K$ 
C?l THEN LET 0$(9 TO l =C$C3 TO 4 
) 
1290 IF K$ C5l=K$C? l AND K$C5 l =K$ 
C9l THEN LET 0$( TO 4 l =C$C TO 4) 
1:300 LET T =2 
1 :::::10 LET t<.$=C:$ 
i::::20 
1330 IF KSCll =KSC3 l 
5 TC1 ) :C:$ ( TC e.:: 
1340 IF K$ C3l =K$C5l 

TCt 2) :C:$ ( TC: 2:: 
1350 IF K$ C3l =K$C5 l 
7 TO 10l =C$C3 TO 6l 
1360 IF KS C5l =KSC? l 

TO 4 l =CS C TO 4:: 
1370 IF K$ C5l =KSC? l 
9 TO l =C$C5 TO 6l 
1380 IF K$ C7 l =K$C9l 

TO 6l =C$ C TO 6) 
1:390 LET T = :::i 
1400 LET !'<. $ =C: $ 
1410 

THEN 

THEN 

THEt--l 

THEN 

THEN 

THEN 

LET 0$( 
L i::::--r L... I 0$( 

LET 0$( 
L i::::--r .... ! 0$( 

LET 0$( 

LET 0$( 

1420 IF K$C2l=K$C4l OR K$C2l=K$C 
6) THEN LET V$=K$C2l 
14::;;[i IF t-::.s (2) < ::-t<.$ (4) AND r;.$ (4) =r;. 
$C6l THEN LET VS=K$C4l 
1440 FOR L=2 TO 10 STEP 2 
1450 IF t<.$ CU .:: :;-;._.; $ THEN LET t<.$ CL-
1 TO Ll=C$C TO 21 
1460 LET C$=CSC3 TO l 

163 



i4 70 t··JE:x:T L 
14Ei0 LET T=:l. 
i490 
1500 IF CODE KS i ll =CODE K$(3l+1 
AND CODE K$i3) =CODE K$C5l+1 AND 
CODE K$(5l =CODE K$ C7l+1 THEN LET 

0$C9 TO l =CSC TO 2l 
1510 IF CODE KSC3 l =CODE K$C5l+1 
AND CODE K$C5 l =CODE K$C7l+1 RND 
CODE KSC?l=CODE K$!9 l +1 THEN LET 

0$1 TO 2l =CS! TO 2l 
1520 LET r-::.$ =D$ 
15:30 LET T=i 
i540 

ETENB ROUT IN 
15E·0 LET C =0 
1570 IF MU>200 THEN LET C=MU/50 
1580 IF MU>200 THE N GOTO 1680 
1600 IF X>.9 THEN LET C=8 
1610 IF C=8 THEN GOTO 1680 
1620 IF X> .45 OP BTG <3 THEN LET 
i_::c 
1630 IF C=2 THEN GOTO 1680 

._:!....!._ 

1.700 

i710 
1720 

i ;::"'f 0
•,.•• -·· •• • • I;:::.-;-,-. 

!.._!._ ! ! - ! "!"'!....' ! '..:" 

LET i)L=5 

L=i TC: C 

1730 IF Y<2+BTG OR I=O OR I=BTG 
OP I=2+BTG THE N GOTO 1760 
i 740 HT 21 .1 ei _; 11 :=·EE r:=,E 

1750 

1770 

,- •• - . -.- .- . -'i --., .-•• -::. 
•_:- 1_ r ! '-' ..!.. :· .. .' 

LET !.-.i L = 1..JL +I 
LET --·( =···t - I 
IF Y<BTG THEN GOTO 1980 
IF I=0 THEN GOTO 3150 
IF I=BTG THEN GOT O 1880 

1830 IF MU <100 AND L>3 AND RND>= 
.6 THEN GU ! U 3170 
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1840 hE:x:T L 
1850 GC:5UB 1 ·340 
18fi0 PRINT AT 1·3,.0 .; G)$.; AT 19,,0 .; "I 

:5EE \ .. DU, , , , " 

1880 PRINT PT 19 _, 0;Q$ ; AT 
D '-·( C!U E1EE t-iE = : = : I: 

;:::Et-1 lAMC-C-Tt'!E HAN 5 

., ,-, :: ·= 
.: ·-· 

1 '310 LET '.)$= :: "A HIGH At·W ._1 
<50:: +::"A PAIR" AND .J >50 FHK· ._1 <'39 
:: + :: ' 'Tl.-.IC: PA IP:::.' ' AND .J > 100 ._1<1 
50 :: + :: "THREE::'. " AND ._! > 14'3 At··W ._: <20 
0) +:: " A 5TRAIGHT" AND ·-' > 19'3 A!'W ._1 
< 250 :: + :: " A FLUE-ii" AND ._! > 249 AND ._1 
< ::::;00 :: +::''A FULL HC:U5E '' RH i) ._: > 29 '3 
RN[) .J < :350:: + :: ' ' FC:Ui=:'. C:F A IHO ' ' A Hi) 

._! ::<34 '3 ._i < 400:: + :: "A 5TF:!A IGHT ;-
LU5H '' AN£> ._: AND ._1 <450:: + :: ' ' A R 
!J\' RL FLU::'·H" ·-' >44'3) 
1920 LET PP= ( 22-LEN U$ ) /2 
i '3 :3 0 F=: ET U F:'. 
i'340 ....... r . .!-.! I 

1950 FnR P:l TC: 20 

1'370 

1 1; ·30 HT .1 0 .; (;:i $ .: HT i•3 .: G.; =="·( 
C: U i.-.! ILL HAUE TC: 5EE ME •• , , " 

2010 
2020 HT 21.: l i=;_; 11 \···c1L! HH !.) E $ :: 
. · .. (· 

20:30 
2040 FEr-1 .....,Eii ......... =,....i:----a_,,MIJ_,...,..,,•-a=• ..... ...... .,....._.._....:DJ_: 
21Zt5G LET H $:: :: 2C: :3C4C5C:e,c7c;=;c:·;tCACE; 
CCCDCEC2D:3D4D5DfiD7D8D9DADBDCDDDE 
D2E3E4E5E6E7E8E9ERE6ECEDEEE2F:3F4 
F5Fe°F7F8F9FAFBFCFDFEF " 
20e.:zt LET Gt$=: = 

2070 DIM M$(2,,10 ) 
2080 DIM Y$(2 , 10 l 

LET BT =0 
2i00 LET .. ·(=250 
2 i i0 HT ·;: .: 4 ,; ll 

: : 

2120 PEM • 

TIMEX/SINCLA 

21:30 PPn·ff HT 20, 0 ; " [;IJ \'DU PEG)UI 
DETH IL5 ( .. / e:F;: t·4 l ' ' 
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2 i4:Z1 IF $ < >':ii THEN GC!TCI 214 

. .; ·, ...... 
22:30 
224-(i 
2250 

2:300 
2:310 

. 

2490 
2500 
2510 

. -- ...... . Lt:! ;--: .. $ : .. ( $ :. l .i 
::;OE·UE; 0200 

LET E;=i 

Ba H C ? 

LET C:$ =CS ( :3 TC• ) 
hE>::T L. 

l, :l.0,;" 
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1"7: c.. :· '-''L.: 

2770 
27E;0 
2790 

2830 LET BTG=INT BTG 
2840 IF BTG=0 THEN GOTO 3150 
2850 IF BTG>Y OR BTG>25 THEN PRI 
NT AT 21 _, 0 .: ::;:: $ 
28E-0 PRINT AT 21, 0.; (""/OU DO NOT 
HAi)E THAT MUCH ••. " AND E;TG >"/ :i + (" 
LIMIT IE· $25" RND BTG >25:: 
2870 BTG>Y OR BTG>25 THEN GOS 
LiE: 2020 
2880 IF BTG>Y OR BTG>25 THEN GOT 

c . ..,-,-._· .... · 
! '..!'- ! OR Y-BTG<BTG THEN 

2900 LET \' ="/ -ETG 
2910 LET WL=BTG+5 
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2·;20 
2·:c::;0 
2·;40 

2980 PRINT RT 19,0;Q$+8$;RT 8,PP 
_; ''\'OU HR;.)E ''; U$ 
2·;·30 LET ._1 =r-1!.) ·• .-.,;:.,-;.. 

..!..::"'::...''::...' 

• N · 
3060 IF YV>MV THEN LET Y=Y+WL*2 
3070 IF YV=MV THEN LET 

:30 '30 (3D:=:lJ8 :l.'340 
:::; i0et ::;c: :5i_:5 1 ·::i::;..0 
3110 IF Y>2000 THEN GOTO 3220 
3120 IF Y<6 THEN GOTO 3270 

:::;140 
PRINT RT 19,0;Q$+Q$;RT 
... .. · .-•• :;-. .-.u •. - ...... · .:-;.. : 1: 

! •-· ! !..!..'-·! "•.!.... f .,f s • • z z : 

::;;170 LET i.-JL=i.-.iL-I 

324-0 CL.:::. 

,: [1 

:3250 HT i0.:0 .; THAT EE 
RTS ME. I RM GOING HOME. BYE-BY 

32E·0 STOP 
::::•270 CLS 
::::•250 PPir-.ff RT l:J, G.; "IT RPPER!==::::. 
OU HRUE NO MOPE CRSHTHRNKS RND B 
\···E-E;···/E = == 
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::;;::no PF::Ii'4T RT l .. 2: .'THIS IS R GAt-i 
E OF DPRW POKEP PLAYED BY YOU R 
GRINST THE TIMEX/SINCLAIP. 

EA L T i)ITH Fii.)E 
.. ;',00Nt'.; 

MA\' D ISCRPD A r-1 ,-, I ·. I ·: ,-. ,-, Ir i\ ·, .· • • , : 
·- · !...•" ..!... ·-· ·-· !"""'! !""". J...•' : ! ·- · ·-· 

::;;::;;;:::;[; PP Ii'·ff RT 10, 2 .; "ON EACH DEAL 
YOUP TOTRL WILL AUTOMRTICRLLY 

BE DEBITED WITH $5 . THIS IS VO 
UP :::.TRPT I NG STRt<.E." 
:::=; ::340 F1

;:;: HT i4. .: 2 _; 11 THE t1H>< It-1LJt·i 
INITIAL BET IS $25. THEREAFTE 
R YOU HUST RLL- WAYS DOUBLE OR 

SEE. TO THROW IN YOUR CARDS ENT 
EP R :J." 

i ; ;,- . ..... 
=: c 
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FLIP 

Flip is an intriguing game which provides quite a bit 
of mental stimulation. You'll see a random mix of as-
terisks and solid squares on a 3 x 3 grid when you 
start the game. You have to try to end up with eight 
asterisks surrounding a black square in the middle of 
the grid. You can only "flip" (a term to be described 
shortly) an asterisk. You move by entering the number 
of the piece you wish to flip. Flipping a corner piece 
causes those adjoining it to change to their opposites 
(that is, an asterisk becomes a solid square, and vice 
versa). Flipping a middle piece on one side changes the 
two either side of it, and flipping the middle one changes 
the middle piece on all four sides. The piece you flip 
also changes. 

The number of moves you have taken so far is dis-
played. The program will pause at the end of a game 
to tell you how many moves it took you to s9lve it, and 
then you'll be given a new starting position. 

MIDDLE 58 U8RE 
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l 2 ·- 51 • • 
4 <= e. • • ·-· .. 

'""'.' ;=; 1; * • * 

i·-iUr·iEEP OF E I:::. E 
YOU NE ED ONLY ONE, IN THE 

'· ·-' ·' 

\'DU 50LUEi::> IT ..i.•·• 15 t-10 1._.!E :;:, 

1 2 ::::; .. * * 
4 <= e: • * ·-' .. 

7 ;:; 13 .. * * 

174 



7 LET 

10 LET 
:15 LCl 
20 FD;:;: 

.-.,-..... ;::: 
1.::,1 

>< =C:C:L:>E - - - -l_'.=l ! u 
30 LET B=INT !RND+.5l 
·-·- LET H ( C:) =G: 
40 IF 8=0 THEN LET R ICl=X 
45 C 

70 FDR C=l TC: 

2?0 
110 . -- .... -LC 1 r-1=r-1+l 
·1 ·ii::' 
...!.. ..!..·-: :l .: e _; :i r-1Di.)E :: 

CHHf·.J::;E·"? :: 
121 
·1 .-•• -:: • .i...::,._r 
·i .-•. ; 
..!...::.r.+ 

·i ..:..::. :' 

:140 
170 

.-.• - •. :iii:· ·-=· ·i 17'! 
1_1 ._: 1_1 ._: ..!,. '!,.I 

::;C:TC: 50 
·-=:. :1 ., 

,_, ,: ·-· ,1 

•i 17'! ·"':••II .oi 
..!,.'::..! ,I._ : ,I '+ 

".; CHP.$ 
.j .-, ·"':• , II -;t 

,: ._:,, :' 

".: CHP.$ 

GCiT::i 

., ·-:·-· ..LC..::. 

GOTO 

2 :3 
(Fi (2)) _; i: 

12[1 

., .-.-;:: 

..LC..·-· 

:: . 1-· 
.: ·-· 

: : 
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1r.i : : · r.;. : : r .... . - ,; ;;::= .: : : 
,: ! ! .: ! !'-' "·-·"!..... ·- ' 

280 FOP T=l TO 500 
2'30 t .. T 

310 IF R! Nl =X THEN RETURN 
N=i 

=i 
r.; _ 
!"of--
r. ;_.; 

r .. =-
N =2 
N=2 
N=:::. 
r. ; 
!"of-·-' 
r.;_ 
! "of--

N = :3 
N=4 

=4 
=4 

r.;_ ... 
!"of-'+ 
r. ; 
!'of - ·-' 

=5 
t .. 

TH 

TH Et .. 
TH 
TH 
! !'!!.... !"of 

li...iC°i-. i 
! ! :!....! "of 

rw.:=r. i 
! ! !!-.!"of 

THEr··i 
TH 
TH 

TH 
TH 
TH 
TH 
TH 
THEN 
THEr··i 
THEr··i 

L ET F :: l. l = :::: 
LET F(2: =4 
LET F ::::::;:: 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 

F 14.1 =l.O 
F ( 1) =l 
F: 2.: =-
F (::;: : =.J..0 
F ::4·: =10 
F ( 1 ) =2 
c .. ·- : -t= 
I -·-' 

F ( 4 =10 
F ( l : =i 
F(2 : =? 
CI·"':· ! I ._: 

F ( 4 
=10 
=10 

F ( ..L =2 
F(2 =4 
F :::::: =;=; 
F 14 =e 
F ( :l ::2; 
F (2 

·-·: :=.. IF N=B THEN LET F::3 =10 

::::;=;:::::; ::= 
IF 

! "of -

r.; 
!"of-'-' 

: ;_ 

T H 
TH 
THE:f'.i 
THEr··i 
TH 
TH 
TH 
TH 

! 
TH 

4[17 
4[1;=; 

FDF G=l TD 4 

LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 
LET 

F::4 .: =i0 
I:" I •1 I _ ... 
! '· -'+ 
F :: 2:: =5 

F ( 4 .: =l0 
F : 1 :: =, 
F ( :::. ) ='3 
F =:l.0 
F (.+J =lG 

Fl2.: =5 
F ( :3 l =t':· 
F ( 4.: =10 

41 [1 IF RCF(Gl l =X TH EN LET F=i 
420 IF ! -..l. TH LET H ( F ( :3 ) ) = G) 



425 IF F=0 RND RCF CGl ):Q i::'.,... ,-1 i' ;::"I,-. ·, ·, - ··-·· 
1- ! M '· ! '· .' ·' -.···. 

4 :::;:zt t··JE><T G 

450 
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CODES 

Gwyn Dewey's Codes program is a game in which num-
bers and letters are jumbled up, and you have to try to 
guess them in sequence. When the prompt appears, you 
indicate your guess of one of the hidden numbers by 
entering the number above the chosen gray square. 
There is a time limit, so do not linger too long in making 
your decision . 

. - - - -- - ----- ·· v c IU bC 

·; FP IrTT THE; 2 _; '' EHTEi:;: It··iG THE H 
HE;D i.)E THE;; 

iC1 THE; l .; ' ' CHD:=:Et··J .. ·( :5G) 
= c;c1 TRr::.E ., 
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ii Pi:;:n-ff TAB l _; "TOO LONG OR TH 
E T .... ·5 i .. JILL E;EHT:: 

12 THE; 2 _; ::···(C1i_i ( (;ULF') • I 
HHi.)E i .. \· .. C1U = :: 

1::3 PR INT TAB :::;; _; " ENTER LEi._.IEL Cl 
EH:=: .. ·( - ie1 HHi==:L:::: :: 

14 L 
15 IF L<l OR L >16 THEN GOTO 14 
16 PRINT TAB ll;L 

18 FOR Y=l TO 150 
19 NE>::T \' 
2:J 
;::l. LET 

LET 
2:3 LET 
25 

t··4$=:: :: 
A$="" - . . ... t:;$ =·· .. 
><=i TD L 

LET t··4 $ $ + :: = =, 
29 LET F!$=H$+CHR$ (X+28l 
:] 0 LET 8 $ = 5 $ + : : : I 
:_:;!::, r·-lE:X:T ::-.: 
40 
50 FOR F!=l TO. LEt·-l A$ 
60 LET B=INT !RND*LEN A$l+l 
70 LET B$ ! F!l =F!$CBl 
80 LET F!$=F!$ ! TO 8-1l+A$!B+1 T 

10:J' LET C$=CHR$ 29 
101 PRINT AT 10,0; 
·i ,-,..-; 
.J..\:.'C. 
.; ,-,..-:. 

i:Z14 
:l.05 
i0E ... 
.J.."-' :' 
10;;:; 

FC;F:'. ><=l TD L 
PRINT "ff "_; 
NE><T >:: 
Pi:;:nff AT 11, 0_; 
FDF:: >:: = l TD L 
f=:t=:: $ ( >< +2i=;) ,; II 

11 
,; 

NE:x:T >:: 
i 10 L> $ 
120 IF CODE D$<29 OR CODE D$>L+ 

2E THEH GOTO 110 
130 LET C=CODE 0$-28 
:l.35 LET N$!Cl =B$CC l 
140 IF B$!Cl=C$ THEN GOTO 200 
150 PRIHT AT 10, CC*2l-2;B$CCl 
160 FOR I=l TO 50 
170 t·-lE:x:T I 
1;=;0 HT 10 .1 ( C *2) -2 _; 
1·;:0 GOTO 4-00 
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PRINT RT 10, !C*2l-2;CHP$ (( 

LET C$=CHR$ ! CCODE C$l+ll 
IF C$=CHR$ IL+29l THEN GOTO 
::;DTC 110 

410 FC:;:;'. I=l TC L 
420 IF N$!Il =CS THEN GOTO 550 

4.40 
450 

470 

500 
5i0 
520 

550 

P.1;:-· .•. ·1 T 
!"i!.....···. ! ..!.. 

FD;:;'. I=1 TC L 
IF t··i $ ! I:: ="; " THEH GOTO 465 
;.. ! ;::::;· .•. ·-;- I 
!'i!.....···. ! .J.. 

LET I:: =Ei$ ( I:i 
IF 6$1Il =CS THEN GOTO 550 
·=; .-,;; ._:!.,_•_:•.-.• 

-- - · ·- --! Hl 
.-. • -. -;- .-. ·i ·• ,-:; 
·..:::·-· ! '-' ..!.. 

560 PRINT RT 10, !I*2l-2 ;CHR$ I I 
,--,-:r·.r:=" 
:_ .• _:,t..•"1-

- . . - - - . :_: $ .: + .: 

180 

570 

700 

LET C$=CHR$ ! !CODE C$l +ll 
IF C$=CHR$ IL+29l THEN GOTO 

.- .j ·= 
·-·!.-·-: 

:?.C:TC: 2 

710 PRE-ff RT lC .· lS .. "HA HA,,,'" 
720 RT 12, 14 _; i.-.l IH" 



2114 BUG 

Can you discover the byte in your 2114 chip that has 
a bug in it before it can get into your program? Can 
you succeed where others (I!) have failed? Here is a 
game by Chris Callender to see if you can. A brand 
new 2114, made in Japan, will appear on the screen, 
along with instructions when you press RUN. 

Pressing any key causes your scanner to appear as 
a white dot on the 2114. Move it around using 5, 6, 7, 
and 8 (and moving in the direction of the arrows on 
those keys), and as you do so, the signal on your slightly 
inaccurate bug-detector will change. If you manage to 
find the bug, you'll get the message JUST IN TIME 
flashing on the screen. I'll leave it to you to find out 
what happens if you fail. If-after a few games-you 
Nish to make it harder, change the 83 in line 295 into 
a smaller number. 

10 H=l TC 
20 Pi:::Fff AT 8_,[1 ; ......... . 

:30 NE:x:T H 
40 ! A =0 TC 

181 



-- --.Lr .-. . ··=· _.;.. j-;-
!"""! ••• ·-· ! 

fi0 IF H . 

70 IF 
H+2 .: 2:3 

e:Z1 IF 
H+2 .= 22 

- - -· ·-H ..... ! 

( A 

A 

P. 

( R 

..... E; ) THEN F:LCiT 

·e ) THEt··J F1 LC1T 
·;:; ) TH PLOT 
·;:; ) THEt··J F:LC1T 

2 -114 R • R • M • ;::: •i •I: 
·-' .: ..!...: 

110 HT ii.:0 ,; THI5 1.)EFr·( 

120 :: R 1.) EJ=;:···( 
>="T-;-Wi::"l1 ·, :: 
L. ..!.. ! ! !L.:0. = : = .' 

:: \···c!U THE F 
;.. T,... :::::·i:'i:'1-1l:i:' :: 
L _. ..!.. ! L..: L. ! '-' !""'. 1-

THE t4Et·ici;:;:···( == 

2:z1:zi : = E;···(TE A :: , THE E;!_!G "·{CiiJ 
,-.;:-T ;--, 1•1:111·.· · 

! ..!.. ! : 
210 F:;::;: :: H IT At··J\ .. · t<.E\· ... :: 
220 FRU5E 4E4 
230 FOR A=ii TO 21 
240 FR H.ff AT R ·' .0 .: " 

250 H 

260 LET BX=INT IRND*63l 
270 LET BY=4i-INT IRND*18l 
2e0 LET F·><=f:1 

LET F•\···=4.l 

310 IF PX=BX RND PY=BY THEN GOT 
D 1000 

::320 FRINT AT 12 _,;z;_; "5CRNNER COOF 
[:: 11 

_; F·::=:: _; :: .= : : ,; F1
..,{ 
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330 LET 5=i000+INT CRND*2l-CRB5 
CPX-BXl+RBS CPY-BYJ l 



( 1-1000) ==: _; 5 
(THIS DETECTOR NEED 

:355 :: T"T" 
z: •• .L. ! I5 It·4HC:Ci_i 

:::::::;.0 PAUSE 4E4 
370 LET A$=INKEY$ 
:::::80 PLOT P>< ·' P"/ 

i=:F=: HT 5 .= i .; " 
• • MAD t-t rJ:e .. 2114 R.R.M. 

4-00 IF A$=" 5" At .. j[:· F>'. > 0 THEN LET 

410 IF Ht··4[1 P"/ > 2:::: THEN LE 
T P"/=P"/-1 

P\' ·: 42 TH ' C' J.....J..... 
T i='\··· =;=:···( + l 

HNC:· F:x: ( e,:::; THEN LE 
T 

440 C: .-. ; ·= ·-·1-.. ·-· 
4-t:•\::i PPIHT AT ll ., 10.; "TOO LATE" 

480 FOP A=l TO 100 

·-·1-..·- · leeei 
l.Gi0 l l, 10 ,; "._!UST IN Tit-1 c== 
1020 PAUSE 50 

i04G 
1050 

PPit"ff RT ll" 10.;" 

PR USE ·- '""' 
GOTO :r.:.:::::r.:.:::: 

JUST IN TIM 
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ANAGRAMS 

Anagrams, by Ken Mahogany, shows the flexibility of 
your computer's string handling. 

The program asks you to enter a word (such as your 
first name). The computer then will produce every con-
ceivable combination of the letters in your name. The 
sample run before the program listing shows some an-
agrams of the programmer's name. 

A ... ( D :?. H t··4 t·i H 
· .. 
A···/H:3Dt1Af'.i .. - ...... - - -r-1HN!"""t'{ :_:.:_;H 

HH\.·HGHC:r-1 
H :::. :::: .. H H r-1 
t··f"·( C: H t·i A Ac; 

AP.C:N\ .. GHt-1 
Dr-1t··iHH./GA 

AAH\··Gor·it--i 
DA 
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188 

t1H···(::;C:HHt·-J 
A Ci::; H\--· t1 H 

i:J HNHG;:;:Ht15 
20 PEM CC) K MAHOGANY 1962 
30 PP INT "Er··ffER \'OUR l ... iOR[:•" 

70 FD}::'. Z=2 TC: t·-i 
80 LET RCZl=INT !RNDfNl+l 
90 FOP J=l TO Z-1 

110 
120 

:140 
150 
160 
170 

,_: 
r.1C" ··-··1 ""'7 
!"iL.·· ·.! 
i C"'I :: 
LL...! 

Ei = 1. TD t··4 

THEN C3DTD 80 

LET BS=BS+A$CR CBl l 
i-.!C""v· t C::· 
!.iL .·· ·. ! l-1 ·= ,-... ,,-,j i 
._:•-·!'"".'-'!.....L 

180 PPINT TAB 4;5$ 



SPECTRAL HANGMAN 

This is a fairly straightforward game in which the com-
puter chooses a word from its vocabularly, and then 
gives you a limited number of guesses (based on the 
length of the word) to get it right. The vocabulary can 
easily be changed or extended. Spectral Hangman was 
written by Ken Mahogany. 

10 REM SPECTRA L HR NGMRN 
2 0 REM ! ClK MRH OGR NY 1 982 --- ·· - ----' "<··- I ,.._. •1 l ."I0 ."11."I '::..' 

?0 

:?.= l TD N 
LET B ! Gl =CODE R$ ( Gl 

:1 0[1 LET •·. ,· ,- . ·, _;::: ......... ·: 
'· •.:- .• •_ 1.;i .: 

120 F OR J =l T O N+N' 3 
1 40 

i e0 
" _; ,_I 

·= ,-.;-,,-,; i __ , '-· r . '-' !.... L-·= ,-.;--, ,-,; ; 
._ : ·- · !""". ·- · ·= .-.• • ,-. i i 
._ : ,_. !""'. ·- · !- 1-- -- - . . :=, :_: !--'.U L L 

'' Er··4TER \' OUF 

200 C $ 

,-. ; I C" ·= ·= 
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210 LET F=C6DE CS 
220 FOP G=:l. TO N 
230 IF DIG ) =F THEN LET DIG) =0 
240 - · -· -- -r·-4 t:. .:=:. i :-3 

HE::<T ,_i 
::;D:5U8 410 

d-i _; :: GLiE :==5E5 :: 
:325 -- -· ·- ·- -- -- . ·---!-: ;-.: .l ! . . l H t:. l.-J i_i 1-i'. L'.• i.-.lH5 " ; H$ 

--:---:--:- ·= ,-.•• 1-.i i 
._: ·-· :· ._: ·- · !""'. ·- · !.-.. !.-.. 

r··lE i.-.i GAME' ' 

410 
412 

--- --- ·-· 4.t:.4. 
FC:;::: 
:=.:::;:::DLL 
. ·-· ·- -r-.4t:,_:=:.1 :_:; 

LET H=:Z; - - - - .. 
· - I •1 ' ' ' ' I ·-' '- · !""'. '-' !-.!-. 

2 4 

415 FD;::: E=l TD H 
420 
... ·-=· •'°71: 

- --· - · - · ..Lr- !=; :_ t:. _: =L= :_ t:_ .i 

-:· ·:.::: f F ·1 .. - --· 
;-, ...... >::· ,· ;;::'" .. 
!""'. :::µ !.._' '· !..- .. ,: 

• .f --:- >=" 'T'i::' ;::. .· ·, I·. i i:' ": 
"'+-·-· ·-: l...' '. !.-.. ·' ·-. ,•'!...•' '. l.....• 

.l. · ·-··- -t:. _:=:. ! t:. 

THEN P;:;: H-ff " - " 

T H Et) PPIHT CH 
THE t·.j H=H+ 

IF H= N THEN GOTO 300 

- - - - . . :=·L!--'.ULL 

1000 LET K=INT IPND*25+1l*10+150 
:l.G:l.0 
1020 
i5i0 
1515 
1520 

190 

PETUPf-.i 
LET H$="FEHTUPE" 



., =·-i t::' 
15:30 
15:35 
1540 
1545 
·1 ..;_._:._ • 'L.,: 

1555 

15e.5 
1570 
1575 
·i 

..l.. •_:._ •• _: 
·i .: .i ..l.. •_ : 'T-'L,.: 

·i i: -::t::' 
.!,. l_ t :· ._: 

·i i: ·=· t::' .!.. •-:•-•·- ' 

1700 
., -:ti'":\t::' 
..!.. :·'I:.'·-: 

1710 
·1 -., ·i L:" 
..!.. :· ..l.. ·- ' 
1720 
·i -,.-, o:= 
..!.. :· :i:, ._1 

:l 7:30 
·i .!.. :· ·-'·-= 
1740 
.• 
.!.. :· ...... _ 1 

LET A$="PUt-1Vi=:. IN " 
lJ 

LET A$=" C:UE:::.T Iot·..f " 
l i:°O- ,- ; IT- - : : ,- , j i j" I I 

! 

LET A$= " FC:R r-iUU=i" 
i""":c::'O- i i i"'":io. i 
!""'.1-- ! 

LET H $ = :: F;:;: IE f·.J[:: L\· .. i: 

RETURf'.i 

LET A$="8ETTER" 

LET ---·· - · · ur-.:r··i 
LET HS== = 1

' 

LET H$= =:: .. JIZHi:::C:: 1
' 

---· ·-- · ! ur-.:r·-i 
LET A$=":::.C:PCERER" ---· ·-·. r-.:c. ! 
LET H$=::HTC:t·i:' 
PETUPr) 
LET A$='' :.-J ICi'<.EC)L\' '' 
i L:"I"" 1· ••• .-11 
!,....!_. ! !"""1 =:;! - ! 

PETUPt) 
LET H $ = :: : __ 11 

I: t::'"T" i i I : r. i 
!""T. 1-- ! '-'!'"". ! "! 
LET H $ = :: 11 

F=: ET 
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WALLPAPER 

This program, written by Mark Charlton, takes your 
name (or any string up to 16 letters long, with spaces 
and/or graphics) you care to enter, and produces a con-
tinuously unfolding, and evolving, "wallpaper" pat-
tern, as the sample run shows. 

18 PEM NRME 
28 REM !ClMRRK CHRRLTON 1962 
C·_: ·= ,-·•:·-·· ; 

40 P $ 
LET M $ = H $ + =. 45 

47 
IF LEN R$<16 THEN 
LET R$=R$ ( TO 16l 

50 FDF:: ::; = l TC lE= 

f3DTD 45 

IF > = = 5 At··iL> CCiDE A$ :: G:: < :l 
!HEN LET R$(Gl=CHR$ (CODE RSC 

70 IF > = = 5 CC1DE A$ (:3) > 1 
27 THEN LET R$ (Gl=CHR$ ( CODER$( 

192 

120 FOR H=l TO 16 
130 FOR R=-16 TO 15 
145 IF R=0 THEN GOTO 
150 PRINT R$(RBS Rl; 



1E·0 
170 ·= ·-· &: .-,; i 

160 LET RS=RS!2 TO l +R$ ! 1l 

M 
MR 

MRf:ll 
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POETRY 

This program turns your T/S 1000 into a Walt Whit-
man ... almost. Choosing words at random from the lines 
from 100 on, and spacing them out at random using 
lines 20 to 30, the program manages to join phrases 
together surprisingly well. 

The program checks (line 53) to ensure that the same 
word is not used twice in a row, and continues to add 
words to a line (lines 60 and 80) until the line would 
overflow. At this point, it prints the line to the screen 
and starts constructing another one. 

Once you've run this a few times, change the words 
from lines 100 to 215, adding words and phrases of your 
own choice. You'll find the "poems" are more satisfac-
tory if the words used are related to a central topic. 

196 

17 IF RND>,7 THEN GOTO 40 
.-,,"?; 
::=.i::..: 

::=_._: 

._i = l TC *:::; 
E><T ,_: . -- - ... L!:. ! H$= ·· 

50 GOSUB 100+10*INT !PND*12l 
51 LET /=LEt··i A$ 



52 LET \' E; $ 
53 IF RS !X-ll =B$CY-1l THEN GOT 

c 50 

:l.00 
105 
:l :l :J 
·'i •"i ;::-
...!... ..!... ·-= 
120 
125 

..:... ·_:._: 
:l 40 

15[1 ., ;:::';::" 
..!...·-' ·- = 

...!... =- ._: 

210 
215 

. -- - . .. . -. -·---·· !.....!.... ! : : = 

OUT FDJ=:: 
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TILE CRAZY 

Ken Mahogany's game Tile Crazy puts you in command 
of a 4 x 4 grid, which holds the letters of the alphabet. 
You have to arrange them in alphabetical order, as 
follows: 

ABCD 
EFGH 
IJKL 
MNO 
. . . with a space in the bottom right-hand corner. You 

move by entering a number (there is a code beside the 
printout) of the letter you wish to move, then the square 
into which you wish to move it. You will not be allowed 
to cheat. The program counts how many moves you've 
made. You should be able to do it in 40 or so moves. If 
you wish to change the order of the letters at the start 
of the game, change the contents of line 345. 

10 REM TILE CRRZV 
20 REM (CJ K MRHOGRNV, 1982 
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i00 .. 
l 10 IF RC/) =CODE " " THEH GOTO 

100 

- ·· - · ·- . . ! .. ( 
140 IF A ::\···:: .:: ::- c:::c::E 11 

ll 

150 
1e.0 
·1 

:· 

200 

. -- - .. .. - . .. . ! H : . .. ( .: =H : .. ::: . .i 
i i::'I ,-, i ·._.· ·, - ,-. ,- , i"\ t= 
!..- ! :: '· .. - .. ·' - ·-· ·- · L... 
i i:'I ,-. 1-0 - ,- . ,-, 1 ·i 
.!.....L... ! 1,:- :_ 1 - 1,:.1_1;..!.. 

F=· ;.:;: I f-.JT C: l_iT 

220 J=:j:;: 
225 ;:•J=;: 

*** 

230 PRI NT CHRS RCll ;CHR$ R!2) ;C 
H :: :3:: _; H ::4-) .: =, l 2 :3 4 

240 PRINT CHR$ R!5 l ;CHR$ RC6l;C 
HF.:$ H :: ? :: _; c:HF.'.$ H ::e) .: ,, 5 e, 7 :=; 

250 PRINT CHR$ R C9l ;CHR$ R!l0l; 
A ::11:: H (12) .: II 10 11 

12=: 
260 PRINT CHR$ R!l4) 

.: CHR$ R :: l5l .: CHR$ RC lt:.l .'" 1:::; 14 1 
;::' ·i .;: ;; 
·- · ,.L.•_: .. -.. 

:340 
... I:' ._:'+'·- · 

::::;5:,J 
::::;e,:,J 
:370 
:::;e0 
410 

REM *** INITIALIZE *** i:)It1 .-. i ·i.:. ·, 
!"""i •. 

LET R $ = " [)._i[··iBGLREO Ht1Ct< IF" 
FOR B=l TD 16 
LET R ! B l =CDDE R$CBl 
r··lE:x:T B 
LET :; C:=l 
F:'. ET U 
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WORDSQUARE 

In this program, you enter a number of words which 
the computer then hides on a grid, whose dimensions 
depend upon the length of the longest word in the list. 
If you find the task of trying to discover where each 
word is hiding too difficult, the computer will obligingly 
pick them out for you, in inverse letters. 

THE PROGRAM 
The program has been designed in modules in an at-
tempt to make it easy to understand and modify the 
flow. 

Lines 10 to 260 are the initialization process. The 
words which are to be used are stored in the string 
array CS. The longest word must be input first so that 
the size of the array can be determined. A check is made 
in line 170 to make sure that none of the words is too 
long for the array. If this is the case then the word is 
not accepted and a new word must be input. 

Lines 200 to 260 print the wordsquare grid onto the 
screen. 

Lines 270 to 550 are the main part of the program 
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and actually fit the words into the square. A two-di-
mensional array is first set up to store the co-ordinates 
finally chosen for the characters in each word (H$). The 
current word is assigned to variable J$ and random 
starting co-ordinates (X and Y) and displacements (Z 
and W) are chosen in lines 310 to 370. 

Lines 390 to 480 single-step through the word, fitting 
each character into the square and storing its co-or-
dinates temporarily in the two-dimensional array K. If 
the word runs off the square when the co-ordinates are 
incremented by the displacement, or the chosen co-or-
dinates are already filled by an unsuitable letter from 
another word, the current word is started again with 
new X, Y ,Z, and W variables. Only when the current 
word has been completely fitted in will its characters 
be entered in the final array and be printed to the 
screen by lines 490 to 540. 

Lines 560 to 650 fill all the vacant spaces on the grid 
with random letters. If you do not wish to see the words 
as they are fitted into the grid, you can specify this at 
the start. The program will then only print in the words 
as it generates the random letter. 

Lines 700 to 750 will show you the positions of the 
words when you get bored of looking for them by in-
versing them on the square when requested to do so. 

There is also a visual indication of the progress made 
on each word as the program is running. 

VARIABLES USED 
i) Simple numerical variables: 

A-number of words in the list. 
D-size of the square (length of longest word 

plus 2) 
X-X co-ordinate 
Y-Y co-ordinate 
Z-displacement to X co-ordinate 

W-displacement to Y co-ordinate 
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ii) Simple string variables; 
word 

DS-current word input 
JS-current word in square 
PS-random letter 
RS-set for secret generation of square 
QS-set for printing of answers 

iii) Numerical arrays; 
K-temporary store of co-ordinates 

iv) String arrays 
CS-list of words 
HS-store for final positions for each letter 

All other variables are the control variables for loops 
involved in input of word lists, printing to the screen, 
or arrays or character fitting. 

The longest word in the list should have no more 
than 18 letters or the grid will not fit onto the screen. 
About 20 words of varying length can be fitted in five 
or ten minutes. A longer list of words can result in a 
very frustrating wait. 

It is a good idea to enter the words in descending 
order of length, as this will speed up operation. The 
program is fascinating to watch in operation. Word-
square was written by J. Elliott. 
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F IHI5HEL> 

E;\··· ,_: ELL IOTT 
10 PRINT IF YOU DO NOT WISH T 
- --

E;: ;: :: :: 

4-:J LET F $ = H·W.EY $ 
:;:.:.::.; IF F::$="" THEN GOTO 40 
fi(i :_:L:=: 
70 PF:: Ir-·ff PT D, 10 _; "i .. JOF::D5::;UAF::E" 
;::;:z; PRif··ff PT G_; "HOi.-.i t·iAr·-f/ i .. JOR 

•·.·=.·-::· :; :....· ·-·. 

120 DIM C$!A,LEN B$l 
l :3 0 LET C: $ :: l :: = Ei $ 
140 FC:J=;: C =2 TD A 
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160 [:i$ 
170 IF LEN D$>LEN 8$ THEN GOTO 

150 
1a0 LET C$ ::::::: =i)$ 
1'30 HE>::T C 
199 REM NEXT LINE CONTAINS 22 

210 
220 
2::::;0 

::;:::;;0 
::;;40 
350 IF Z=0 AND W=0 THEN GOTO 33 
360 IF Z=2 THEH LET Z=-1 
370 IF W=2 THEN LET W=-1 
3a0 DIM K(LEN J$,2l 
390 FOR L=l TO LEN J$ 

REM SINGLE SPRCE IN QUOTE 
MARKS IN NEXT LINE 
400 :tF ._i $ :: L:: =" " THEH GOTO 4a0 
410 LET >:::::<+Z 
42:21 LET ···( =···( +i.w.i 
430 IF X<l OR X>D OR Y<l OR Y>D 

GCiTCi 2·;:0 
435 REM SINGLE SPACE IN QUOTE 
MARKS IN NEXT LINE 
440 IF ( H$:: ::-:: ·' \ .. ) = :i II) Ht··JD ( 

OT (H$!X,Yl=J$!Lll l THEN GOTO 29 
"-' 

450 LET L .: l) :::.;: 
460 LET K(L,2l =Y 
470 PRINT RT l9,L-1;CHR$ !CODE 

,_i$ (L) +i2e) 
4:30 t .. L 
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490 FDR M=l TO LEN J$ 
495 REM SINGLE SPRCE IN QUOTE 
MARKS IN NEXT LIHE 
500 IF ._i$ ::r-1:: =" " THEN GOTO 540 



510 LET H$CKCM,1l ,KCM,2ll=J$(Ml 
52:J IF F::$="N" THEN GOTO 540 
530 PRINT RT KCM ,ll ,KCM,2l;J$(M 
540 t-1 
550 G: 
555 REM 15 SPACES IN NEXT LINE 

570 TC: D 
5e0 TD D 

REM SINGLE SPACE IN QUOTE 
MARKS IN NEXT LINE 
5·;0 IF NDT H$::f··i,F l =" THEN ' GOT - - - -: ' _ ..... , 

:_ : 1_•·-''J:..' 

60:J LET P$=CHR$ CINT CRND*26l +3 
5 ) 

610 PRINT RT N,P;P$ 
,-.. -. .- .-. .: ... ,-:; 
•:- ,_, ! '-' ·-· '::..' 

15ti0 PT 
E:70 HT 20 .: G .; :1 F·J=;:E:=,:=, Rt·-ry· t<.E 

·i .::=' ,-, l: ;-, - .; -;- ,-, I·. 
:' ! '-'!""". !""" -..!.. ! '-' 

715 REM SINGLE SPACE IN QUOTE 
MARKS IN NEXT LINE 
728 IF H$ :: Pl =" " THEH GDTD 74 
730 PRINT RT N,P;CHR$ !CODE H$( 

H .' F') + 12;=;:: 
740 t··4E><T F· 
750 
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Titles of Related Interest from MENTOR and SIGNET 

(0451) 

0 COMPUTER CAPERS: Tales of Electronic Thievery, Embez-
zlement, and Fraud by Thomas Whiteside. The new superstar of 
white collar crime, their take is often in the millions and their victims 
are banks, corporations, the general public and the U.S. government. 
Based on the acclaimed New Yorker series, this book chronicles the 
most spectacular exploits of that new breed--<:omputer criminals. 

(621735-$2.95) 
0 EASY-TO-UNDERSTAND GUIDE TO HOME COMPUTERS by the 

Editors of Consumer Guide. This handbook cuts through the 
tech-talk to tell you clearly-in plain English-exactly what computers 
are, how they work, and why they're so amazingly useful. Includes 
information needed to understand computing, to use computer equip-
ment and programs and even do your 'own programming. A special 
buying section compares the most popular home computers on the 
market. (120310-$3.95)* 

0 KEN USTON'S GUIDE TO BUYING AND BEATING THE HOME 
VIDEO GAMES by Ken Uston. The complete consumer's and 
player's guide to all the video systems and cartridges that are cur-
rently available to the home video addict. (119010-$3.95) 

D KEN USTON'S HOME VIDEO '83: The 20 Best New Games 
and How to Beat Them . . • Plus 5 Great Classics! The one 
guide that gives you all the information you need to know to get the 
most playing enjoyment for your money. (120108--$2.95)* 

*Prices slightly higher in Canada 

Buy them at your local bookstore or use this convenient coupon for orderin11. 

THE NEW AMERICAN LIBRARY, INC., 
P.O. Box 999, Ber11enfield, New Jersey 07621 

Please send me the books I have checked above. I am enclosing $, ____ _ 
{please add $1.00 to this order to cover postage and handling). Send check 
or money order-no cash or C.O.D.'s. Prices and numbers are subject to change 
without notice. 

Add 

City State Zip Code -----
Allow 4·6 weeks for delivery. 

This offer is subject to withdrawal without notice. 





THE TIMEX SINCLAIR 1000™ AND 1500™ 
HAVE BROUGHT THE POWER OF THE 

COMPUTER AGE INTO OVER A MILLION HOMES. 
And now hours of fun and entertainment 

await you at the touch of a keyboard with these 
easy-to-set-up programs for : 

MOVING GRAPHIC GAMES LIKE 
GALAXY PATROL AND BALLOON BUSTER 

DRIVING GAMES LIKE ALLEY DRIVER 
AND SQUEEZER IV 

BOARD GAMES AND SIMULATIONS LIKE 
ETCHASKETCH AND MUSIC 

WORD AND LETTER GAMES LIKE 
ANAGRAMS AND TILE CRAZY 

Whether you like thought games or action games, roaming 
the far reaches of space or the ocean depths, drawing 

pictures or solving puzzles, you'll find something to 
challenge your game-playing skills in-

51 GAME PROGRAMS FOR 
THE TIMEX SINCLAIR 1000 TM AND 1500 "' 

0 

I 111 7116200250 

12598 

ISBN 0-451-12598-3 


